
nGS2 DEnO SECRETS 

GUARANTEED: WE FOUND STUFF 
IN HERE THAT YOU HAVEN'T! 
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FIRST hands-on 
preview & 

EXCLUSIVE , 

new screens! A 


ISSUE 


^ Resident Evil 

Code: Veronica 
^ Extermination 
^ Devil nay Cry 
^ Run Like Hell 


GAME 


Crash Bandicoot PS2 
Gran Turismo 3 
Spider-Man 2 
Test Drive 
X-nen 2 
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“.Liu€ mlglirifcb€ iooking at a Yank€€s® 

I ' : ■ - - ir*..', _ ‘ 

type of dynasty uiith High Heat S002 

— Official PlayStation Wlagazine (Feb. 200i) 


...the best baseball game on 

Official playStation Magazine (Apr. 2001) 


S€QU€LTO: 

'This year's bsst baseball video game 

— Sports Illustrated (Dec. 2000) 


Auiarded Top l O Games of All Time and 
Sports Game of the Year tiuo years running 

” CGW 


REAL PITCHING 


REAL HITTING 


REAL FIELDING & RUNNING 


REAL PHYSICS 


ACCURATE ROSTERS 


Q: Horn PEal is High Heat Major 
League BaseballP 
A: Last year, me found out Alf-Stai 
Vladimir Guerrero mas actually 
using it as a training tool to 
scout opposing MLB™ pitchers 
This year, me put him on the box 















































































































































































































































































































































^ HBY ^ 
AH/BOUY ELSE 
HEAR SPOOK/ 
. NOiSBS? A 


CHRIS SLATE Editor-In-Chief 

LIKES: All types of games, especially the good ones 
HOBBIES: Comics, hoops, J-Pop, movies, DVDs 

What do you expect at E3? 

The Slate will eat not one, not two, but no less than 
FIVE In-n-Out burgers — and that doesn't even count 
the ones from Fatbui|;er. You've been warned, heart! 


emember back when publishers were 
* J trying to out-gross each other with 
u increasingly nastier, bloodier games? 
Mortal Kombat started the trend, and for a long 
time it seemed more blood equaled more sales. 

Looking at some of the biggest upcoming 
PS2 games, it seems that era is coming back, in 
a way. New titles like Quake Hi, Grand Theft Auto 
3, Silent Hill 2 and Twisted Metal Black plan to 


take games in an even edgier direction. Even 
Metal Gear Solid 2, a very mainstream title, does 
pie^to earn its "Mature" rating. 

“dark reviral" a positive thing? The 
good news is that In today's games the gritty 
content means more blood isn't always just 
eye-candy. Developers are trying to set an 
atmospheric tone> and the results have been 
amazing. I say bring 'em on! ^ CHRIS SLATE 
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H:4iu Mi^C'] 


REVIEWS EDITOR 

Ail types of games 
Action Figures 


Eating at China Inn 
iS: Visiting Austin 


Fighting and RPGs 
UTandnDK2 


Ever wonder what a crack team of 
videogame journalists look like? 
...Aw, c'mon folks, just work with 
us a little, here... 


I'm hoping to see a new 
surprise title from EA that 
features tiie Chloe license. 


I expect it to crash every 
few minutes — whoops, 1 
thought you meant my G3! 


If Capcom has its annual 5F 
event, I will mn. Oh, the 
Luigi game will surely rule. 


GARY LIEW ASSOCIAH 


FPS, Action games 
Psychic surgery 


Air Combat sints 
iS: Loud nuslc! 


Shooters 


Yellow and Blue 
iS: Making Green 


^ U ^ ■ '-W* “UP -A I 

There'll be a few days work| 
while everyone's gone, but | 
then me and the art staff | 
will start the beerfest! 


E3'$ like bouncing around 
inside a giant pinball 
machine. My brain will fry 
from sensory overload. 


Lots of hot booth babes 
and gallons of alcohol. 
Wait a minute, whaddaya 
mean I'm not going? 


This is a trick question you 
are asking me. I am having 
Einstein for a friend. You 
need the "M” and the "C". 
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very month we work with today's hottest comic book artists to create the custom PSN cover. This issue we finally 
got to work with a favorite of ours, artist Stephen Platt, who pencils the kick-ass comic Soul Saga* If you want 
i to see some of his awesome stuff, be sure to check out storm-works.com. Great work on the covei; Stephen! 


□N THE 

COVB? 








A This is the original thumbnail sketch that 
we sent to Stephen so he'd know what we 


A Normally we run several different 
sketches in these panels, to show the 


A ...Hey, here’s the inks! Okay, so there isn't 
much interesting to talk about here. But 


A The final image simply rocks, thanks in no 
smail part to the incredible coloring talents 


were looking for. Our very own illustrious 
Editor-In-Chief whipped this puppy up, and 
Chris Insi^ that it was cover material. Hm. 


evolution of the Ideas that led to the final 
cover illustration. Well, er, Stephen kind of 
nailed it right off the bat, so... 


damn, doesn't this iiiustration kick ass? 
Stephen puts an amazing level of detail into 
his work, and it really comes across. 


of Liquid! graphics. Sure, James has a gun, 
but the situation still looks pretty dire. It was 
nice knowing you, buddy! 
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Animated Violence 
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" Comes with Guncon—still the 
straightest shooting lightgun 
Bout there. •^■:. 
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If you don't turn over to 
our coverage of this 


Konami's mega-hot Sitent Hill 2 leads off a 
packed Previews section this month. We've 
got the latest on the new Crash Bandicoot 
title for PS2, Gran Turismo 3, DevUtfay Cry, 
Spider-flan 2, Resident Evil Code: Veronica 
and tons more! Check 'em out! 


This year's Spring Tokyo Game Show has 
come and gone, and our man Tokoya was 
there to play the latest new games and 
take pictures of cute girls. Ah, working for 
a game magazine is indeed "the life". 


Game Show, you'll break 
all of these girls hearts. 
Don't be a monster. 


\^ ► NOTES 
16 ► CHECKPOINT 
18 ► Q&A 


We show you how to kick ass in flDK2, High 
Heat Baseball, Zone of the Enders, Quake HI 
and the Metal Gear Solid 2 demo! 


88 ► CODES 


P' PS2 Report Card 

Whoa, there's a lot of 
chicks in this issue! 

Wanna see what PSM 
thinks of the PlayStation 
2's first few months? We 
pull no punches in our 
in-deoth renort 


W ► CAME OF THE MONTH 

NDK2 earned our highest praise this i»ue, 
simply because, as our man Randy would 
say, it's "badical”. If you want a better 
explanation than that, you'll have to turn 
on over to page 24! 


90 ► LINK-UP 

95 ► FAN ART 

96 ► MARKETPUCE 


36 ► SCOREBOARD 


Find out what's gonna be hot next issue! 


JUNE BOOl ► WWW.P5MDNLINE.CQM 


100% INDEPENDENT PUY5TATI0N MAGAZINE ► #46 



CAME INDEX 




^ Aladdin 

2E 

P* Grand Theft AuFo 3 

70 

P Rumble Racing 

30 

p. A5B 2002 

28 

P* Gran Tlrrismo 3 

51 

P Run Like Hell 

67 

P Armored Core 2 

88 

P> Herdy Gerdy 

61 

P Sileni Hill 2 

46 

p. AM: Air AHack 2 

2G 

p. High Heal 2002 28, 84 

P Smuggler’s Run 2 

74 

^ AM: Green Rogue 

31 

P- Knockoui Kings 

88 

P Soldier OF Foriune 

55 

p- M/l: Sarge's Heroes 2 

31 

► Mai HofFman BMX 

27 

P Spider-Man 2 

66 

^ Bouncer, The 

88 

► MDK2 24. 78, 

88 

P Siar Trek Voyager 

64 

► CART Fury 

56 

► MG52: Sons OF Uberiy82 

P Siar Wars SiarFighier 

89 

P- Crash Bandicooi 4 

50 

P' NBA Hoapz 

88 

P Supercar 

60 

P- Devil Mag Cry 

S2 

► Quake III 34,86 

P Supercross 2001 

89 

^ D0A2: Hardcore 

88 

► NASCAR 2001 

88 

P Tesi Drive 

54 

Escape Monkey Island75 

P- No One Lives Forever 73 

^ Time Crisis: Projeci Tilan32 

ESPN MIS ExhaKme 

31 

P^ Oni 

88 

^ Triple Play Baseball 

28 1 

p. ESPN Hockey NIghi 

32 

P* Onimusha Warlords 

89 

P WDL: WarJeiz 

56 

p. ESPN NBA 2Nighi 

26 

P- Palmer Snowboarding 73 

P X'Men; Academy 2 

66 

P' Exierminaiion 

72 

^ RE: Rogue Spear 

32 

P Zone Of The Enders 

85 

^ Fear EFteci 2 

88 

P- RE Code: Veronica X 

71 
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PSn is the magazine for the gaming flite — the 
hardcore gamers that support and drive this 
industry. This is NOT a "mass-market" magazine; We 
don't focus on "fun for the whole family'V or waste 
space interviewing movie stars that have noting to 
do with games. Thafs just not what weVe into. 

PSn is also proudly independent We have no 
official corporate sponsor, so you can trust that our 
reviews and opinions will always be 100% our owni 
Our readers always come first, and we would never, 
EVER betray your trust This is our promise to you, 
the hardcore PlayStation gamer, who deserves 
nothing less. Now let's get this issue going! 
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There were a ton of 
beautiful Japanese ladies at 
T(aS, all of whom could not 
keep their hands off Tokoya 
- captivated by the mask, 
we guess. Despite 
Capcom's lackluster 
booth, it proba[bly, ■■^"M 

had the most impres- ||| 

sive women, with S 

Azure coming in ^ 9 

a close second, m 9 
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ile-long lines, drooling journai- 
ists, creative costumes, gaudy 
show-booths, cute Japanese 

models, and otaku galore! We could only be 
talking about one thing: TOKYO GAME SHOW. 

Although this year's ceiebration was com¬ 
paratively tame, a few companies put up good 
showings and revealed some surprises. At the 
forefront was Square's Rnal Fantasy X. The 
playable demo, boasting some of the most 
visually impressive graphics yet seen on 
PlayStation 2, caused hordes of Japanese 
gamers to muscle their way into an endless 
line. Unfortunately though, they seemed disin¬ 
terested in everything else at Square's booth. 

The buzz created by FFX drowned out the 
noise surrounding Silent Hill 2, but SH 2, in our 
opinion, emerged as the show's most exciting 


game. Despite its dark appearance {which 
made it quite difficult see on the floor), it 
played incredibly well. Ace Combat 4 also 
deserves a lot of praise. Like previous titles 
AC4 offers great arcade action, but the near 
photo-realistic terrain takes the experience to 
a whole new level on PS2. WOW. 

Other honorable mentions from third 
parties include Gitaroo Man (a Paroppa-Wke 
guitar game from Koei), Shadow Hearts (an 
RPG from Aruze with gameplay inspired by 
the likes of Legend of Dragoon), Castlevania 
Chronicles for PSone, Gun Hearts (a chaotic 
action title from Conspiracy), Armored Core 2 
Another Age, a movie for Midway's Spy 
Hunter: The Return was really cool, and Yanya 
Caballista (Koei's goofy skateboarder resem¬ 
bling Jet Grind Radio) was a nice surprise. 

Sony may have withheld its really big guns 
for E3, but many gamers seemed pleasantly 
surprised with a few of its offerings. The most 
notable, and unique, was Mosquito, in which 
players control a blood-sucking mosquito who 
must seek out prey while trying to avoid being 
squashed or poisoned. Phase Paradox also 
looked somewhat Interesting, despite its 
obvious similarities to Extermination, Plus, 
Sony's efforts to resurrect the shooter genre 
seemed promising with Sky Gunner. 
Nevertheless, Gran Turlsmo 3 was by far its 
most popular attraction. 

Unfortunately, PS2 did suffer a couple of 
disappointments. Leading the way was 
Capcom's decrepit booth. It had one lacklus¬ 
ter PSone title. One Piece Mansion, and a few 
Dreamcast and GBA games. Without even the 
demo of Devil May Cry, we can only assume 
that Capcom is holding back for E3. 


The loss of Tecmo's Dead or Alive 3 to Xbox 
was also a hard hit for PS2. Xbox will get the 
game first, with a PS2 version to follow shortly 
after, hopefully with a few Hardcore-type 
enhancements. Speaking of Xbox, Sega 
announced four new games for the system 
(Jet Grind Radio Future, Gunvalkerie, a Panzer 
Dragoon shooter, and Sega GT). However, 
none of these titles were announced as Xbox 
exclusives, so they should also appear on PS2. 

Despite Xbox game announcements and 
vague plans for web connectivity, the absence 
of Dreamcast and Gamecube displays, and 
the small size of the show, it was a fun show. 
With at a few big-name playable PS2 games 
such as FFX, GT3, MGS2, and Silent Hill 2, as 
well as more than 60 PS2 games on the show 
floor altogether Sony RULED the show. 


Despite Xbox's first public Japanese showing, Sony ruled the Big Show 


MONITOR 


DI3 

SELEa 









THE GAMES THAT RULED 




Netal Gear Solid 2 was only the 
demo that everyone has played. 
However, since everyone was 
playing It, nobody seemed to care. 


Final Fantasy X was beautiful, but it 
seems to play exactly like previous 
FF games. Good or bad news? 


Silent Hill 2 was absolutely stunning 
If you like fear, you'll love this one. 
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◄ If PS2 is "the 
, beginning " and PS9 

the destination, a 
Ceii-powered PS3 is 
a giant leap in the 
^ right direction. 



microchip m the works 


[ j^emember that wacky 
Lj commercial for PS9, 

with its nanotechnological 
"spores" bonding to the adrenal 
gland for extreme virtual gaming 
in 2078? Whether or not you 
liked the commercial, the next 
big step towards PS9 has already 
been taken. Sony Corp., Toshiba 
(manufacturer of PS2’s Emotion 
Engine and Graphics Synthesizer 
processors), and IBM have 
teamed up to design and build a 
processor architecture optimized 
for unprecedented multimedia 
processing power Early estimates 
of the architecture for these 
processors, code-named "Celir 
predict as much as 200 to 1000 
times the power of PS2. The 
three companies will invest more 


than $400 million in Cell over 
the next five years, looking to 
launch several types of consumer 
products using the chips (among 
them PS3) beginning in 2004. 

Interestingly, the "Cell" 


to form a complete physical 
body Cell-based electronic 
products and systems, being 
connected to each other with 
optical fibers, will create truly 
broadband networks worldwide" 


Early esHmales predict as much as 
200 Id 1000 Kmes Hie power of PS2” 


moniker reflects the theory of the 
chips working within the larger 
broadband network. Ken 
Kuturagi, CEO and President of 
Sony Computer Entertainment, 
describes the processors com¬ 
prising an "organic" whole, or a 
massively parallel computer like 
IBM's "Deep Blue". 'Uust as 
thousands of biological cells 
organically connect to each other 





X 


m. 




While P52 chips were made 
initially with .18 micron technolo¬ 
gy, and more recently with .13 
microns, Cell will be designed at 
.1 microns, setting new standards 
for size and performance 
(courtesy of IBM). In and of itself, 
each Ceil should be extremely 
powerful, but the ramifications of 
Cells within a larger network are 
staggering. Kuturagi says, “One 




Cell processor will have, say, 
l-teraflops performance; 
l,OOOCells make 1-petaflops 
performance. Then, 1,000 of 
these [groups of] 1,000 Ceils can 
combine" While the theory of all 
this technical jibber-jabber 
conjures images of power well 
beyond our imaginations, the 
broadband standard is still well 
down the road, and the burden of 
proof still rests squarely on the 
three companies who will be 
working on the chip at a plant in 
Austin, TX. However, at the very 
least, this project bodes well for 
the processing power of the next 
PlayStation iteration, its synergy 
with a broadband network, and 
for the future of consumer elec¬ 
tronics in general. 


Sony's Master Plan 

Broad strategy could make its way stateside 


H ony can be an elusive 
mover and shaker within 

the entertainment world. With 
its finger in every pie imaginable, 
its entertainment content and 
consumer electronics packages 
differ between global territories. 
But it's helpful to check in on the 
mothership, because what starts 
overseas can sometimes make 
its way stateside. Recently, SC El 
announced three network- 
related businesses that will 
dominate its fiscal 2001 strategy. 

First, SCE is linking PSone 
and PS2 with NTT DoCoMo's I- 
mode handsets. Users will be 
able to see content on their tele¬ 
visions, and then compose, edit 
and transmit it through the 
linkage. As Phil Harrison, SCE 
Europe Senior VP of 
Development, said recently, Sony 
believes "communication is the 
new entertainment." Second, 
network services will come into 
place for PS2, utilizing the 
function of a hard drive. SCEI will 


start rolling out P52 networking 
services in Japan this July (no 
word on U.S. date). And third, by 
2002 Sony will have set up fiber 
optic networks between 
enhanced PS2 machines in Sega 
and Namco arcades. The 
souped-up PS2's have an 80GB 
hard disk, 128MB main memory, 
and TOOMbps Ethernet capabili¬ 
ty, and boosted performance for 
its 3D graphics chip. Several 


SAY WHAT? 




M Linking PlaySta¬ 
tion systems with 
NTT DoCono's I- 
mode handsets is 
an integral part of 
Sony's three-fold 
strategy. 


broadband services will be 
provided, and arcade kiosks will 
present trial versions of games 
and then connect users with 
7,000 PS2 retailers. Said Sony 
CEO Nobuyuki Idei, "After 10 
years of experiences in 
managing various businesses, 
such as music, pictures, games 
and electronics, we are now well 
positioned to take the lead in the 
coming broadband age." 



Videogame characters say the darndest things. 
Here are a few quotes that caught our attention: 

"You invaded earth for your own amusement? You 
pompous sea monkey!"— Max berating Zizzy before the 
final fight in tIDK 2: Armageddon 

“What are you doing. Snake? You don’t have enough to 
keep you busy?”— Otacon to Solid Snake, who's looking 
at the pin-up inside the locker in MCS 2 

"We’ve been reading your e-mail, Marisa, and you've 
been a very, very naughty girl’ —Kantaris scolding Marisa 
Soiiel in the intro to Time Crisis: Project Titan 




SHOULD BE 
LA 


I 


1. Gran nirismo 3 

Come early June, prepare for 
the greatest racing game in 
history. 

2. Red Faction 

Features the "groundbreak¬ 
ing" Geo-liod engine and a 
great one-player experience. 

3. HDK 2: 
Armageddon 

If you haven't picked up this 
quirky, funny action game, 
you're missing out. 

<1. Rumble Racing 

If you’re looking for a pure 
arcade racer, it doesn't get 
much more fanciful than this. 

5. Time Crisis: 
Project Titan 

The aaion-packed light gun 
shooter on PlayStation is 
going out in style. 


NOTES 


T£N mUION STRONG, 

AND GROWING 

Sony reported that 10 million 
PS2s had shipped worldwide by 
^ its April 1 target date, marking 
the success of a plan to make up 
for shortages caused by chip 
manufacturing problems last year. 
Starting in April, SCEI planned to 
make 1.5 million units a month, 
upping the ante to two million 
monthly units by this fail. In all, 
Sony is targeting shipments of 20 
^ miiiion units worldwide in fiscal 
2001, which started in April. 

CAPCOM RETREATS 
¥mn ARCADES 

Capcom, maker of the legendary 
Street Fighter arcade series, 
announced that its arcade game 
development efforts would shrink 
in the near future. Following 
reports that Capcom would exit 
the arcade space entirely, 
Executive Director HeijI Oshima 
has set the record straight, saying, 
"We are in the direction to focus 
our management resources to 
the home software market, and 
cut down on the arcade game 
market, which has been dimin¬ 
ishing by the yearf 


At this year’s Game Developers 
Conference, Iomega announced Its 
plans to make a dedicated zip 
drive for P52 by the end of 2001. 
Using one of the USB ports, the 
drive can be used for multiple 
save functions on the PS2, 
including game saves, and trans¬ 
porting levels and character data. 

SINCiREST FORM 
OF FLATTERY 

Long time court battlers Sony and 
Connectix, makers of the Virtual 
Game Station (a PSone emulation 
technology) for PCs and Macs, 
have reached a settlement in 
which Sony will acquire the 
current technology and has the 
rights to jointly develop other 
emulation technologies in the 
future. Also, U.K.-based Date! 
announced that it wilt release a 
Game Boy Color emulator for 
PS2, titled Game Studio. Taking 
advantage of PS2's bi-iinear 
filtering to display GBC games in 
hi-res, with smoother edges and 
better color, the emulator ships 
with eight built-in games. 

THE AIAS AWARDS 

The Academy of Interactive Arts 
and Sciences Craft awards were 
bestowed upon a select few 
games at the Game Developers 
Conference In March. White Diablo 
11 for PC walked away with the 
Game of the Year Award, SSX 
collected the Console Game of 
the Year and four other awards. 
Final Fantasy IX received 3 craft 
awards, while Medal of Honor: 
Underground got two. The 
Academy also honored John 
Carmack of id Software with an 
induction into the Academy Hall 
of Fame, with the honors 
performed by last year's winner, 
Square’s Hironobu Sakaguchi. 
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Action figure identities, plot details revealed? 


ot long ago, rumors on 
the Internet reported 

that the names of three MGS 2 
action figures by McFarlane Toy's, 
silhouetted to hide their identity, 
had been leaked. While still not 
confirmed, two of the rumored 
character names, "Raiden" and 
"Fortune;' roused our curiosity. 
But the third, "Solidus;’ sparked a 
frenzy. As we reported last issue, 
two of the silhouettes somewhat 
resembled the Ninja and Liquid 
Snake from MGS at a glance, 


making the names Raiden and 
Fortune more confusing. But the 
third, with scorpion-like tails, 
seemed like Solidus, the third 
"Snake" cloned from Big Boss 
that turns out to be the President 
(of course), as we learned in the 
final credits of MGS on PSone. 
Interestingly enough, at press 
time, sets of MGS 2 figures, 
including listings for these leaked 

▼ Rumors have us guessing 
that these characters represent 
"Raiden " "Fortune," and "Solidus " 



names, were on pre-order for 
about $110. Adding to the frenzy 
was a report from Famitsu.com 
that a game screen had quite 
possibly shown the shadow of 
none other than Vulcan Raven, 
who was apparently devoured by 
black birds after his demise in 
MGSl However, such rumors are 


▲ Could the man behind this giant 
gun really be Vulcan Raven? 
(Thanks to Famitsu.com) 

often spurious, and it's best to wait 
for details from Konami itself. 
Hideo Kojima has not even written 
the ending(s) of the game down 
on paper, so not even his team 
knows how the game ends 
(Actually, that's just a rumor; too.)! 



VERSUS MODE 



ROUND ONE: Ph 


X-PAC: Wears black T-shirt with 
f I orescent greet tights 



Xbox: Has black casing with 
florescent green “jewel" 


Advantage: Draw 


X-PAC: Very agile at 6; 212 lbs. Xbox: Not portable at 13x11 

inches, 212 lbs. 


Advanfage: X-PAC 


ROUND 


X-PAC: Formerly known as 
clean-shaven 1-2-3 Kid 



Xbox: Microsoft always known 
as "evil corporate mega-giant” 

Advanfage: Xbox 


X-PAC: Known to say “Suck it” 

Xbox: Likely to hear "It sucks" 

before match 

after launch 

Advanfage: X-PAC 


ROUND THREE: Alliances 

X-PAC: Public displays of 

Xbox: Public displays of 

affection with Tori 

technology with Raven 

Advanfage: Draw 

X-PAC: Reliant on 3rd party 

Xbox: Reliant on cautious 3rd 

run-ins during matches 

Advanfage: X-PAC 

party Japanese publishers 

WINNER 

: X-PAC 


Xbox 

Thunder Stolen 

Talk about bad timing! 


n mid-March, Microsoft's 
Gamestock event revealed 
tons of impressive Xbox games 
and details to the public. But 
three events somewhat 
knocked the wind out of the 
event's sails. 

First an analysis of Xbox by 
Merrill Lynch stated Microsoft 
would lose about $2 billion 
before Xbox became profitable 
in 2005 (around the time PS3 
is likely to ship). While MS 
dismissed the report Merrill 
Lynch stated it would be 
difficult to displace Sony, as it 
would have an installed base of 
more than 20 million units 
before Xbox launches. Second. 
Konami issued a 
statement that in 
the coming year 
PS2 would receive 
about 70% of its 
development 
resources, with a 
large portion of the 
remainder devoted 
to Game Boy 
Advance. This rein¬ 


forced popular perceptions 
that skeptical Japanese third- 
party developers have been 
slow to support the system. 
Finally, screens of Microsoft's 
Xbox game Amped: Freestyle 
Snowboarding were revealed 
to be touched up in Photoshop 
"to illustrate some features 
that will be in the final 
product" Microsoft stated, "We 
just missed the fact that these 
were labeled 'concept art," but 
this still had the effect of tar¬ 
nishing their credibility while 
Gamestock was going on. 

T This is one of the touched-up 
screens. The lens flare looks a 
little too nice... 






MISSES 

What's hot and what's 
not in the earning world 


+ 


so nANY ONinUSHAS 

With Sony hitting 10 million 

units worldwide, about 10% of 
the installed base saw its way 
clear to buying Capcom's 
Onimusha: Warlords. The game 
has sold well in excess of 1 
million units between the 
Japanese and North American 
markets. 

DUKE ON SILVER SCREEN 

Dimension Films has resurrect¬ 
ed Duke Nukem: The Movie 
from its veritable grave at 
Threshold Entertainment 
Recent rumors have it that 
Dwayne "The Rock" Johnson 
might have the lead role. 

TACKLING WHACKY 
TOBBACKY 

The Office of National Drug 
Control Policy (ONDCP) has 
licensed videogame characters 
like Lara Croft, Pro Skater's 
Tony Hawk, Zoe from SSX, and 
the plastic band from Army 
Men in animated anti-drug ads 
scheduled to appear on 
teenage websites. 


1 11 :. 


Last March, the videogame 
industry mourned the death of 
Isao Ohkawa, President of Sega 
and honorary chairman and 
founder of Sega's parent 
company, the CSK Group, who 
died from complications 
following a cardiac arrest. 

The 3DO company has filed a 
lawsuit against LucasArts, 
claiming that the PS2 game 
Starpghter infringes on a 300 
trademark registered in 1997. 
Years before LucasArt’s game, 
3D0 shipped Star Fighter 
games for the 3D0 console, 
and for PC and Mac, and 
fumed that the PS2 game 
undermines "significant” funds 
3D0 used in promoting their 
ever-popufar brand. 

CHEATERS NEVER WIN 

Konami has announced that 
unscrupulous persons have 
posted fictitious clear codes for 
the Metal Gear Solid 2 demo. 
Konami stated, "Director Hideo 
Kojima and his staff are disap¬ 
pointed that we had to make 
this announcement. We ask 
you not to obtain and register 
dishonest Clear Codes." 
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This is your one-stop spot to get a handie on the best stuff headed our 
way. Please keep in mind that release dates are always subject to change 


This Nonth's 

New Releases Three nonth Outlook 



^inr I ' *1 










TITLE 


18 Wheeler American Pro Trucker 

Bloody Roar 3 

Cart Fury 

Commandos 2 

Giants: Citizen Kabuto 

Gran Turismo 3 A-Spec 

HerdyGerdy 

Le flans 24 Hours 

Legacy of Kain: Soul Reaver 2 

NBAStieet 

notor tlayhem 

Nascar Heat 

Paris Dakar Rally 

Project Eden 

Relselied: Ephemeral Fantasia 
Rnx 2002, Ricky Carmichael 
Seven Blades 

Test Drive Off^Road: Wide Open 
Twisted Metal: Black- 


GENRE 

PUBLISHER 

Action 

Acclaim 

Fighting 

Namco 

Racing 

Midway 

Strategy 

Eidos 

Action 

Interplay 

Racing 

Sony 

Action 

Eidos 

Racing 

Infogrames 

Adventure 

Eidos 

Sports 

EA 

Action 

Infogrames 

Racing 

Infogrames 

Racing 

Acclaim 

Action 

Eidos 

RPG 

Konami 

Racing 

THQ 

Action 

Konami 

Racing 

Infogrames 

Action 

Sony 


PSone 


TITLE 


GENRE PUBLISHER 



Alone in the Dark: New Nightmare 
Fisher Price Rescue Heroes 

n&ns 

Notocross Mania 
Sheep Raider 
Titan A.E. 

WDL War Jetz 


Adventure 

Action 

Action 

Sports 

Strategy 

Action 

Action 


infogrames 

Havas 

Simon & Schuster 
Take IWo 
Infogrames 
Fox Interactive 
3D0 




A Not Since Resident Evil have we seen a game with 
such a chilling atmosphere of terror. 



Extermination 

ICO 

Klonoa 2: Lunatea's Veil 
Rune: Viking Warlord —' 

Supercar Street Challenge 


Sony 

Sony 

Namco 

Rockstar 

Activision 


Arc the Lad Collection 
Digimon Card Battle 


Working Designs 
Bandai 


Carrier 

Clive Barker's Undying 
Dave Mirra Freestyle BMX 2 
ESPN X Games Skateboarding 
Silent Hill 2 


Jaleco 

EA 

Acclaim 

Kpnami 

Konami 


Bandai 
Take Two 
Infogrames 


Digimon Racing 
Hidden & Dangerous 
Men In Black 


Baldur's Gate Dark Alliance 

Disney's Jungle Book 

Gravity Games: Biking 

Le Femme Nikita 

Resident Evil Code: Veronica X 

Run Like Hell 

Soldier of Fortune 

Star Trek Voyager: Elite Force 

Test Drive 


Interplay 

Ubi Soft 

Midway 

infogrames 

Capcom 

Interplay 

Majesco 

Majesco 

Infogrames 


Bandai 
Ubi Soft 


Digimon Racing 
V.I.P. 


GENRE PUBLISHER 


Action 

RPG 

Platform 

Adventure 


iUnSWKT^^■ 




PUBLISHER 


RPG 

Strategy 


PUBLISHER 


Action 


Adventure 




GENRE 


Racing 

Action 

Action 


SEPTEMBER 


GENRE PUBLISHER 


Sports 

Action 

Action 

Action 

Action 

Action 

Racing 


GENRE PUBLISHER 


SEPTEMBER 


Racing 

Action 
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Here's a look at some of the hottest new gear 
that everyone's talking about 


PS 

$129 each / Essential Reality 


Essential Reality’s PS is a programmable glove that emulates input 
devices like mouse/keyboard^ trackball/joystick, and dual analog 
sticks. Through diverse hand gestures, one can move intuitively 
within a 3D space with “six degrees of freedom”: movement along 
the X, Y and Z (depth) axes, while changing the line of sight 
regarding pitch, yaw and roll. It has independent sensors for each 
finger, and abduction between the thumb and index finger (for 
classic shooting motions). Using a proprietary tracking system 
and maintaining a 60 Hz refresh rate, PS ensures smooth 
motion and within .5" accuracy without lag time. 

Interestingly, the P5 is USB 1.1 
compliant, meaning it can be used with 
PCs, Macs, and next-gen consoles like PS2. 

It is easy to install, and 2nd and 3rd gen¬ 
erations should be wireless and incorpo¬ 
rate several forms of feedback, including 
rumbling, temperature, and even moisture stimuli. Outside 
games, PS can be used for web navigation and 3D design, 
and potentially military and medical (tele-surgery!) 
functions. It's slated to launch before Christmas 2001. 

You can check out a demo at www.essentiaireality.com. 



TOPIC DVDs 


TOP 5 nOVIES (Theater) 



□UR TOP PICK: 

PLATOOH SPECIAL EOmON 

6 05 01 

Winner of the Oscar for Best Picture, 
Platoon Special Edition DVD will have 
commentary from military supervisor 
Captain Dale Dye, along with a docu¬ 
mentary titled "Tour of the Inferno" 
The film features Charlie Sheen, Tom 
Berenger and Willem Dafoe. 



OUR TOP PICK: 

TONS RAIDER 

615;01 

A summer blockbuster based on Lara 
someone-or-other. Directed by 
Simon West (The General’s Daughter, 
Con Air) and starring buxom Oscar 
winner Angelina Jolie, it spins a new 
action-packed yarn about the gaming 
icon's pursuit of the Clock of Ages. 


2. The Fugitive Special Edition 6/05/01 

3. Die Hard 5-Star Edition 6/26/01 

4. Unbreakable 6/19/01 

5. 0 Brother Where Art Thou? 6/12/01 

6. The Muppet Movie 6/05/01 

7. Die Hard 2: Die Harder Special Edition 6/26/01 

8. Bachelor Party 6/05/01 

9. The Muppets Take Manhattan 6/05/01 


10. Die Hard With a Vengeance Special Edition 6/16/01 


2. Al Artificial Intelligence 6/19/01 

Starring Haley Joel Osment, it details an 11-year-old android’s journey 

from artificial to more human intelligence and emotion. 

3. Swordftsh 6/18/01 

The CIA coerces.a spy to team up with a hacker and swindle S6 
billion. Stars John Travolta, Hugh Jackman and Halle Berry. 

A. Evolution 6/8/01 

This action-comedy involves one-cel led organisms from a crashing 
meteor evolving exponentially... v/ith hilarious results. 

5. The Animal 6/8/01 

Rob Schneider receives various animal organ transplants and then 

behaves like an animal in this deeply philosophical comedy. 



SALES CHARTS 


RDf iVisrch 17 


I. THE BOUNCER 


P5 - NPD 

For March 17 

I. TONY HAWK PRO SKATER 2 


GAME COMPANIES 

By Revenue 


I.SONY 


2. Onimusha: Warlords 

3. Madden NFL 2001 

4. Triple Play Baseball 

5. Star Wars Starfighter 

6. Tiger Woods PGA 2001 

7. ATV Off Road Fury 

8. NBA Live 2001 
9.SSX 

10. Tekkeii Tag Tournament 


2. Driver 2 

3. Gran Turismo 2 

4. WWF SmackDown 2 

5. Spec Ops 

6. Ford Racing 

7. Triple Play Baseball 

8. ATV Quad Power Racing 

9. Tony Hawk's Pro Skater 

10. Darkstone 


2. Nintendo Of America 

3. Electronic Arts 

4. Sega Of America 

5. InterAct Accessories 

6. Capcom USA 

7. THQ 

8. Activision 

9. Square EA 

10. Infogrames 


raara’S MOST WANTED 



Devil nay Cry 

never thought we'd say this, but 
ir playing the demo, HGS 2 may 
be alone in the upper echelon of 
duction quality and gameplay on 
!. Dante's moves and arsenal are 
growing on us. 


2. Silent Hill 2 

Featuring some of PS2's best 
graphics and sound technology, the 
return to Sitent Hill promises to be a 
wonderfully horrifying experience. 

You can never have enough 
volumetric fog and zombies. 



3. fletal Gear Solid 2 

We're really smitten by that hunky 
Solid Snake. It's probably unhealthy 
to fall so hard so fast, but we've 
been thinking about it, and we're 
ready to take the relationship 
beyond the demo. 


4. Gran Turismo 3 

A new era of near photo-realism and 
exquisite physics in racing games is 
upon us. We can't wait to sit down 
with Logitech's new GT Force 
steering wheel and put wear on 

some tires. 




5. Ace Combat 4 

Every new trailer and batch of 
screens further solidifies AC 4 as the 
next-generation flight combat game 

to believe that 
something this good-looking already 
is scheduled for winter. 


6. Twisted Hetal Biack 

Truly, truly sadistic. One of the great 
preoccupations of vehicular combat 
fans this summer will be 
exploring the back-stories of TffB's 
disturbing characters and living 

out their rivalries. 




7. Haif-Life 

The perilous journey of HIT scientist 
Gordon Freeman through the Black 
Mesa compound has never looked so 
good. The single-player FPS that set 
the standard on PC looks to make its 
mark on PS2. 


8. Blood Omen 2 

No one knows what it's like to be the 
bad man... until now. Picking up 
somewhere after the original Legacy 
ofKain: Blood Omen left off, Blood 
Omen II has us guessing how it will 
feel to play as Soul Reaver's villain. 




S.Spy Hunter 

It's fantastic to see one of the old 
school greats recreated on PS2. The 
Interceptor has us giddy with antici¬ 
pation of oil slicks and smokescreens 
and whatever else our friends at 
Midway can dream up. 


ID. Final Fantasy X 

The RPG gamers (and soon film- 
goers) in the U.S. owe a debt of 
gratitude to Mr. Sakaguchi and his 
team at Square. The latest indication 
from TGS is that FFX could make us 
the more thankful than ever before. 
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NAME: 

Akihiro imamura 

POSITION: 

Director, Silent Hill 2 

PREVIOUS PROJECTS: 

SilGnt Hill iPSone) 




Konami's Silent Hill 2 was arguably the best game 
shown at the recent Tokyo Came Show, V/e sat down 
with the game's Director for all the gory details 




PSI1: We originally spoke with you 
and your Silent Hill 2 team for our 
December issue last year. For our new 
readers, could you briefly describe 
the game's premise? 

Akihiro Imamura: The scenario for this 
version is completely new. James, the 
main character visits Silent Hill seeking 
the truth regarding a letter he receives 
from his late wife who died three years 
ago. The game begins when he gets out 
of his car at a cemetery after going 
through a forest near an observatory. 

PSIf: How far along is the game at this 
point, and can you say when it will be 
available in Japan and the U.S.? 

Al: The development is proceeding quite 
smoothly. Although we had a bit of a 
technical issue at the recent Tokyo Game 
Show, the final version will definitely be 
improved. We are targeting to release this 
title in the fall for U.5., Europe and Japan. 

PSI1; How is the game flow struc¬ 
tured? Are there any major differ¬ 
ences from the first Silent Hill? 

Al: There is not very much difference in 
terms of the game flow. Similar in style to 
the original Silent Hill for PSone, the main 
character proceeds through the game by 
overcoming weird monsters and solving 
riddles and puzzles. 

PSH: Will there be more than one 
playable character this time? 

Al: No. 

PSIf; What types of new areas can we 
expect to explore in Silent Hill? Will 
any major areas from the first game 
make an appearance? 

Al: Players can expect to see more 
natural environments, such as a forest and 
a lake. There will be new areas that were 
not found in the original Silent Hill; 
however we are designing these environ¬ 
ments in a way that you feet some con¬ 
nection between the two games. 

PSI1: You had mentioned before that 


you might add a harder difficulty 
mode for those that finish the game, 
but that it wouid be unique somehow. 
Can you tell us any more? 

Al: We are planning to have a feature 
which makes you want to play the game 
again even after clearing it for the first 
time. At this point in time, we cannot 
reveal the details. However, I can tell you 
that it makes the game exciting. 

PSfl: Konamt recently issued a press 
release announcing the use of new 
sound technology in Silent Hill 2. Can 
you tell us how this new technoiogy 
will be used in the game, and what It 
wifi mean for game players? 

Al: What we are using is "S-FORCE”, 
which Is supplied from Sony Computer 
Entertainment Inc. By using this new tech¬ 
nology, you can feel as if the sound is 
coming from behind you or even on top of 
you. One example of how we are utilizing 
this technology is in sounds from objects 
behind you, such as enemy footsteps. You 
will feel as if you are actually in the game. 

PSIf; What are some other new tech¬ 
niques you're using to make the game 
experience even more frightening 
than before? 

Al; Graphics and sound; that is really 
about all there is to it. 

PSFI; Will the game's controls work 
similar to ilarh 64, or will they be 
more like Hesklent Bvit? 

Al: You can choose from both styles of 
control in the game. 

PSI1: Can you describe one of the 
game's scariest new scenes for us? 

Al; i cannot tell you that since you will not 
be scared anymore after knowing it! 
There are some scenes where you will be 
scared even though you knew what was 
going to happen beforehand. 1 am positive 
that you will experience really scary 
scenes in this version. 

PSIf: How have your impressions of 


the PlayStation 2 changed after 
spending so much time working with 
the hardware? 

Al; Our impression of the difficulty in 
drawing out the performance is the same 
from the early stages of development. 
However, we've reached the point where 
this project has become possible to 
create. This is why we are achieving the 
graphics results in Silent Hill 2. 


"There are some 
scenes where 
you will be 
scared even 
fhough you 
knew whal was 
going fo happen 



beforehand” 


PSII: How much of the story will be 
told through pre-rendered 
movies, and how many 
scenes will use the game's 
actual in-engine graphics? 

Al: Pre-rendered movie scenes: 

Approx. 10 minutes. 

PlayStation 2 real time graphics: 

Approx.30 minutes. 

PSII: Are there any particu¬ 
lar special effects or other 
visual "tricks" that you're planning to 
use in Silent Hill 2 that are only 
possible on PlayStation 2? 

Al: The newest effect used in the game is 
fog and shadow. Thanks to the technology 
of PlayStation 2, we could achieve this 
form of graphical expression. 


Al: We increased the resolution of vertical 
direction and put noise over the game 
screen. We are trying not to make the 
edges of jaggy polygons stand out. Also, 
we are trying not to make jaggy textures 
stand out anywhere in the game. 


PSIf: Has the power of PS2 enabled 
you to be much more ambitious with 
your game design, or is it a little over¬ 
whelming in terms of the resources 
needed to make a game now? 

Al; Since the game screen has become 
very realistic, the game design got more 
powerful as a result. In fact, we really 
needed this in making SH2. We are sure 
that we made the game design match the 
graphic performance capability of PS2. 


PSH: Can you hint at any cool secrets? 

Al: You might be able to learn a few new 
things by watching the Tokyo Game Show 
version carefully. 

PSII: Are you guys serious horror 
movie bins? If so, what are some of 
your favorites? 

Al: It is not that I like horror movies espe¬ 
cially, but movies are the best references 
when making games. Various movies give 
us inspiration. 


PSFI: Over the last few months, we've 
seen the image quality of PS2 games 
get much better (as in L0,£. and the 
tlGS2 and Devil Nay Cry demos). Since 
Silent Hill 2 wasn't an early launch 
game, have you had time to produce 
the game at a higher level, and 
include things like anti-aliasing? 


PSIf; Finally, when we met with your 
team before, they said that there was 
a legend surrounding their office, 
that it was haunted. Has anyone had 
any spooky occurrences recently? 

Al: Since there are so many legends, we 
decided to move. We are moving out to a 
new building in the next few months:-) 
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We take our reviews very seriously. 
We spend hours upon hours play¬ 
testing each title to give you the 
best information to help you buy. 

Games that score an 8,9 or 10 
earn a Bronze, Silver or Gold PSM 
Nust-Buy award. We don't hand 
them out easily, so if you see one on 
a review, a game box or advertis¬ 
ing, be sure to check that game out 

Finally, when looking up past 
scores, keep in mind that older 
games usually wouldn't fare as well 
if they were reviewed today. 


10 ► CLASSIC 

A rare gem; Our highest recotnmendalion 

9 ► OUTSTANDING 

One of ^he betfer games this gear 

8 ►VERY GOOD 

You can'^ go wrong 










I1UST-8UY 


7 ►GOOD 

A solid game 

6 ► OKAY 

Kind of lun, bui no big deal 

s ►so-so 

You've gol to iove Hie subjeci maHer 


WARNlilG 


4 ► LACKING 

Big flaws reallg huif Ibis game 

3 ► BAO 

Nof fun al all 

8 ►AWFUL 

This game Is an insulf 

I ►WHY? 

Why would anyone do fhis fo us? 
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All hail the new king of PS2 action 




o play NDKZ: Armageddon through, 
you'd probably be shocked to learn that 
it's from a developer whose background 

lies mainly in PC role-playing games. BioWare has 
managed to mix platforming, shooting, and puzzle¬ 
solving in one game so adeptly that you'd swear 
they've been working in the action-platformer genre 
for years, if not decades. No doubt about it; there are 
some truly genius elements at play here. 

Most importantly, there's the variety of gameplay 
styles offered by the three playable characters, each 


i 

3 

a 

5 



Ip' MDKS: Armageddon (PSSI S ouf jof 


► Zone or Tl« EmlletSirRSaKKaeaiilcor 10 





►\0yh3sfy Wafnpr^4PKJI^;|v^Jipaiif oPJO 
p^^OnitPSBI '' 10 




w. 







of which has their own levels tailored specifically to 
their abilities. Kurt (the “hero") is all about precision 
long-range sniping, stealth, and gliding; his six¬ 
legged, cigar-smoking dog Max brings all-out 
shooting action to the table; and the eccentric Dr. 
Hawkins, with his ability to combine all sorts of items, 
introduces puzzle/adventure elements to the mix. 
Their levels are all vast, ingeniously designed, and, 
best of all, the game never seems to hit you with the 
same situation twice, no matter which character 


you're playing as. It just keeps introducing fresh chal¬ 
lenges, so you're constantly called upon to use every 
skill at your disposal to get the job done. All this, plus 
the superb control really fits the Dual Shock 2's 
capabilities perfectly. 

Personality is another area where BioWare has hit 
the nail directly on the head. From its graphics and 
characters to the oodles of little details that spring up 
along the way, the game has a sense of atmosphere, 
comedy, and charm that's really been lacking in the 
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ois^ Kurt mii^ 
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genre for a long time. The action itself is silky smooth 
{with the exception of a couple of spots) and the 
original score, which ranges from pulse-pounding 
techno to eerie warbling space lounge music, fits the 
game as well as its visuals do. 

As excellent as MDK2A is, there are a few things 
we'd like to have ironed out. Mainly, the game has 
some parts that are downright difficult, and, in some 
cases, even tedious. The latter mostly crops up in 





An up-close look at 
the game in action 


■4 t1DK2A*s enemies 
range from ultra- 
futuristic floating 
robots, likei^ls 
nasty;]^]^ ^to=; 
comical aljenS witli 
chronic flatulence. 
The sense of humor 
really helps to make 
this game stand out 
from others in the 
action genre. 


> Dr. Hawkins isn't 
an averagejaction 
game hero. His 
ability to combine 
several unusual items 
to make weapons is 
really unique. 


illff^dc^r s in^ 
swtent lets him hold 
different items in each 
hahd^to mix and match. 










of many high 
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This game takes the action platformer into 
the next generation. It's funny, smartly 
designed, and offers a ton of variety. 


FINAL SCORE 














A Max can e^^ acqdi^ia^^ thait enables him to fly 
wliijlb shooting. in very handy. 




Kurt's stages, especially when needing to snipe 
moving "lock balls," where the difficulty is best seen in 
one of Max's levels that took us nearly three hours to 
complete alone. There are also issues with save/check 
point locations; some seem just right, while others are 
placed far too long after especially difficult sections. 
And some of the platforming segments Dr. Hawkins 
encounters are a little too unforgiving. Add these 
things up and they're definitely annoying, but thank¬ 


fully not enough to seriously damage what is 
otherwise a superb game design. 

Lots of games have tried to capture the magic of 
16-bit, side-scrolling action-platformers in 3D, but 
few (if any) have done it as well as t1DK2: 
Armageddon. Apart from a few headaches now and 


again, the game — if you’ll pardon the pun — is 
simply out of this world. It's a solid evolution of the 
action-platformer that any fan of the genre has just 
got to play... even if we still don't know what the hell 
MDK ready stands for. 

^ Randy Nelson 
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laddin, Genie, Jasmin and that darn monkey 
are back on the PSone, and while their latest 

adventure caters to the kids, it's a well crafted platformer 
that does little that's new, and a lot that's right As with 
Sony's previous Disney effort, The Emperor's New Groove, 
Aladdin takes a lighthearted approach to the action in a 
fashion that fits quite nicely with the genre. 

The bulk of the game is spent running around the 
streets and dungeons of Agrabah, dueling guards, collect¬ 
ing coins, and jumping over obstacles, and the now- 
standard collection of mini-games that caps each level. 
Naturally, the game endorses quick reflexes and good 
judgment over a happy trigger finger. 

Players control Aladdin and his pals — Abu (a monkey) 
and Jasmine — as they try to overcome an evil sorceress 
and her spellcraft. Aladdin's missions entail a good deal of 
rope swinging, sword-slinging and apple tossing, while the 
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Other two make the most of their stealth and speed. The 
camera's a little slow on the pickup, but for the most part, 
the 3D engine works just fine. 

The environments are diverse and nicely rendered. The 
game looks pretty much like a digitized Disney flick, with 
crisp lines and bright colors. The gameplay caters to the 
younger set, too, although it's a reasonably lengthy 
challenge and changes things up nicely, too. 

While it's probably not going to win over the more 
hardened gamer, younger teens who remember the 
movie(s) fondly should put it through its paces. 

^ David Chen 
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A well-made game that's perfect for the younger, less jaded kids and older 
gamers with a soft spot for most (or all) things Disney. It has enou^ quirks 
to keep it from becoming a real clincher for hardcore platform fans. 
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n he overabundance of Army ffen games that 
I've had to review and preview these past few 

months has caused me to suffer a Tourette's-like condition, 
constantly throwing expletives out in extreme frustration of 
the low quality of this series. Fortunately, 4/r Attack 2 has 
slightly soothed my pains. 

Although AA2 is definitely no cause for excitement, it at 
least offers a decent gameplay experience. As players 
slowly progress through the game, they'll find that AA2'% 
most addictive quality lies in its level of challenge. By the 
time I was two-thirds of the way through, 1 was wasting 
enemies left and right in extremely demanding battles. 
However, I never felt overwhelmed to the point of wanting 
to quit, thanks to the precise balance of the learning curve. 

Despite a multitude of weapons, the mission variety is a 
bit lacking. AA2 appears to provide numerous objectives, 
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but for the most part, every mission is too similar: collect 
some necessary plastic and destroy enemy army men. 

Another annoying problem that hinders gameplay is the 
framerate. While it doesn't often drop below 30 FPS, it 
constantly fluctuates between 60 and 30, which makes 
controlling your chopper precisely very difficult. 

Overall though. Air Attack 2 is a better-than-average 
title, and definitely more enjoyable than the other Army 
Men games. Definitely check this one out, but only if you're 
a real fan of the series. 

^ Tokoya 
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▲ Protecting your bases is 
yw'fi tm to complete. 


just one ol tile bU^oiis that 


A/r Attack 2 has some major flaws, especially the repetitiveness in later 
levels, but it's still a decent game and can be l^n for a while. Buy it only if 
you really JnkeArmytlen games. 
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Nowhere near as good overall as NBA Live 2001, but does some things very 
well. The game is worth a look, but hardcore fans will want to stick with EA 
Sports' basketball game. 


FINAL SCORE 


lease try and forget any preconceptions that 
you might have about Konami and its hoops 

lineage, because things appear to be changing. The 
company that brought us the wretched In the Zone series 
has come out of nowhere and has put together a solid 
base for what could be a promising basketball series in 
ESPN NBA 2Night 

NBA 2Night doesn't quite top EA Sports' NBA Uve 2001 
as the best available basketball game on the PlayStation 2, 
but it does a lot of things right and even does a few things 
better than EA's product. The game’s visuals are every bit as 
good as Uve, with some of the finest player animation that 
you’ll find in any next-generation basketball title. The game 
also boasts some of the best ball physics around and the 
net and rim animations are equally as impressive. 

The game is killed in the end by some annoying and 
significant flaws. The most significant of these is the steal 


animation. When going for steals, players will dive and sub¬ 
sequently knock down opponents rather than just simply 
jabbing at the ball. This results in an overabundance of fouls 
and just looks ridiculous. 

Other problems include floaty passes that make it 
nearly impossible to get any kind of half-court game going 
on and an excess of blocked shots by the computer Even 
with these problems, it's a more than adequate hoops title 
that shows a lot of promise. If Konami is able to fix these 
glaring flaws, EA Sports better be ready for some tight 
competition next year. 

^ David Zdyrko 
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Hey kids! Can you see the three devious, 

DESTRUCTION-DRIVEN POX CREATURES IN THE PICTURE BELOW? 


...And you 


NEVER WILL. 



BECAUSE YOU WONT SEE IT COMING. 

PDX- POWERFUL SECRET ATTACKS BY VIRTUAL WARRIORS THAT YOU BUILD 
AND TRAIN FOR WAR. BE ON YOUR GUARD DR THIS IS GONNA HURT. 


CHICAGBS been HIT. AND YOUR CITYS NEXT 


TM Sc tg) 2a01 HA5BRD, iNC 
Ai-l rights reserved. 
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AUSfAR BASEBALL 2002 


newcomer to the PlayStation world. Acclaim's 
Ali-Star Basebali series has flourished as an 

exclusive Nintendo 64 product for a few seasons now and 
has been recognized as one of the best baseball franchis¬ 
es around. This trend looks to continue on PlayStation 2, as 
All-Star Baseball 2002 brings the series’ fantastic 
batter/pitcher interface home to Sony’s powerful new 
system with detailed player models, amazing stadium 
details and fluid player animation. 

Pitchers are given up to a total of six different pitches 
and players like Mike Mussina will have his knuckle 
curvebail and circle change, and two-seam and four-seam 


of hits that you'll see off the bat are extremely varied and 
realistic and the ball will accurately react to all the nuances 
of the stadium walls and even the pitcher's mound. 

Where this game falls short is in its fielding and base 
running. The CPU-controlled base runners are stupid and 
will often stay at first base when they should’ve had an easy 
double. The fielding is a bit awkward because balls will 
magically be drav/n into fielders if the ball is in their general 
area. But even with these problems, >^156 2002 still 
manages to be a fun game to play and is one of the best 
baseball sims you'll find on a console. 

P' David Zdyrko 




fastballs are actually differentiated from each other. Hitting 
is either performed by just timing the swing of the bat with 
Easy Batting turned on or the classic cursor based system 
with it turned off. Either way, it offers up a nice arcade-style 
pace with accurate simulation-esque results. The number 



FIHAL SCORE 


VERY GOOD 

Despite its base ranning and fielding flaws, 
this Is one of the most enjoyabie baseball 
games you'll find on any console. 
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HIGH BASEBALL 2002 


n f you're looking for a visually impressive 
baseball game to show your friends the power 

of PlayStation 2, then you can go ahead and stop reading 
this review right now. 3DO’s High Heat Major League 
Baseball 2002 isn't even in the same league as either Triple 
Ploy or All-Star Baseball when it comes to the game's 
visual presentation. Even though there are some nice 
texture details in the fully realized 3D stadiums and the 
graphics are a step up from the ugly PlayStation version, it 
suffers from choppy player animation and an almost 
complete lack of any transitional animation. 

Most hardcore baseball fans could care less about the 
graphics if they're being given an authentic baseball 
simulation. Sadly, the game doesn't have all the sim 
features of the PlayStation or PC versions, but there's 
not another baseball game on PlayStation 2 that's a 


truer representation of the sport of baseball. 

The game is loaded with different gameplay features. 
The non-cursor-based batting interface mimics real-life 
hitting more than other baseball games because it's the 
only one where you’re actually watching the flight of the 
ball and not just the cursor The only problem with the 
batter/pitcher interface is that the pitches all seem a little 
too floaty. 

If you are looking for a pure baseball simulation, then 
you owe it to yourself to pick up High Heat 2002. 

^ David Zdyrko 
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It's definitely not the prettiest game of 
hardball around, but It's by flir flie most 
accurate simulation of the sport. 
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WLE PLAY BASEBAU 


C ri efore we mention anything else about Triple 
!J Play Baseball, it's important to make clear that 

this is, without a doubt, the best looking baseball game 
we've ever seen. The player models are superbly rendered, 
the stadiums are shockingly real, and the visual 'broadcast' 
of the action is without par on any videogame platform. 

It's also important to note that the game features the 
best sound we've ever heard in a baseball game. The play 
by play is so good, you’ll quickly forget that the broadcast¬ 
ers aren't real, the in-stadium sounds are so good they're 
almost spooky and every big hit is accompanied by a floor- 
rattling boom. 

We also need to mention that as an arcade baseball 
game, Triple Play is unbelievably fun. The pace moves 
rapidly, the control is exceptionally tight, and the 
pitcher/batter interface is simple, yet elegant The only 
thing that a casual baseball fan could complain about is the 


glaring omission of this franchise's much loved Extreme Big 
League Challenge mode that mixes target practice with a 
good old fashioned home run derby. 

Hardcore baseball fans, on the other hand, will find 
much to complain about These fans desire realistic 
pitcher/batter duels, complex managerial maneuvers, and 
long term franchise modes. These desires simply won't be 
met by Triple Play. Other baseball titles have shown us that 
a game can be made customizable to fit any gamers' 
needs. Triple Play doesn't adapt to the needs of the 
hardcore gamer and will only appeal to the casual fan. 

Dan Egger 


GOOD 

Hardcore baseball fans will grow tired of this game pret^ quidcty. However, 
casual basebali fans simply won't find a more enjoyable baseball game 
anywhere else. 
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lADTiVISiDN II 


It’s good, but you’ve played it all before 


O 0U know, if Mat Hoffman's Pro BtlX 
weren't from the same company as Tony 
Hawk's Pro Skater, I'd say a hefty lawsuit 

was in order - it's pretty much THPS2 with bikes, 
right down to the graphics, sounds, control, and 
game structure. That's not necessarily a bad thing 
per se, it's just not very... original. 

Like I said, the game mimics THPS2 almost to the 
letter, although a lot of its content is more 
reminiscent of the original game than its sequel. 
Instead of cash rewards for completing objectives 
(which can then be used to buy news gear and 
tricks), the game is based around collecting 
magazine covers and unlocking new courses with 
them. When compared to THPS2, the number and 
variety of objectives in each location is a little disap- 



i jWaf,Hojffman'5 BMX (PSJ 


Taultjf 10 


^ Tang Hpwk Si^i 
> Sfreef SkOef 2 



pointing, but they're still challenging. 

The levels themselves are quite large, with secret 
areas and lots of trick opportunities. Once again, 
though, they still come up shy of what THPS2 offered 
in terms of overall design and visual impact. The 
inclusion of dirt courses is probably the most innova¬ 
tive thing the game has going for it over THPS2, since 
they really offer a unique type of challenge. The same 
course editor found in THPS2 is also here, making the 
creation of your own levels a snap - and a whole lot 
of fun. It's backed up by a number of competitive 
modes, so it's a solid multi-player title too. 

Control-wise, the game is well above average; 
performing tricks is just as fluid as in the THPS games, 
even with the analog stick. Since you're riding bikes 


and not skateboards, you do have to get used to 
rolling backwards after landing awkwardly, but it's 
nothing major. Overall, though, controlling the game's 
BMX bikes never really seems as responsive or as fast 
as a skateboard in THPS2, but that can be partly 
chalked up to their more cumbersome real-world 
nature. Still, true BMX fans won't have much to 
complain about, as pulling off the sport's trickiest 
stunts is still a rush. 

All told, flat Hoffman's Pro BMX is a game that 
fans of the sport will really like and most others will 
still get a lot of fun out of. Just don't expect much 
innovation, or the polish and excellent level design of 
THPS2, but do expect to be entertained. 

^ Randy Kelson 



GOOD 

Activision has created another solid, although extremely derivative extreme 
sports title. It's a little rough around the edges, but BNX fans should still like 
it lot nonetheless. 
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EA’s latest is fast, but not quite fantastic 



Ld 


ithout a doubt. Rumble Racing is one of 
the fastest racers you're ever laid eyes 
on; if PS2's other racing titles haven't 

fulfilled your need for speed, this one certainly will. 
It's not just fast, though — there are more than a 
dozen cars and courses in total, including three com^ 
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HOW IT STACKS UP 


► ATV DHiaad Fuiy (PS2) 

► iMiMighI Ciijb (PS2I 

► Ridae Rscer V 
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RC Revenge Pro (PS2) 


8 out of ID 
8 dui of j(0 
7 Qui df Id 




5 out of 10 




petition classes, and given that many of them must 
be unlocked, the game also offers a good deal of 
replay value. There's also a stunt mode that's quite 
fun in and of itself. 

Control-wise the game is solid, although you 
never really feel like keeping your car on the course 
is any big challenge. The real focus has been placed 
on making proper use of — or skillfully avoiding — 
the game’s multitude of power-ups and weapons, 
while catching as much air as possible to perform 
nitro-rewarding stunts. This last bit is a nice gameplay 
mechanic that helps to set the game apart from 
other arcade racers on PS2; just don’t expect it to be 
as well thought out as SSX's trick system — it's really 
very simple. 
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e Radng is a fast, colorful, and stuiit>|iack<^ oimbat 
that^ certainly fun, but its coui^es/^^ilje j^i^ with 
are lacking in chai^ec. M- ; ; 


Unlike most racers that feature shortcuts. Rumble 
Racing forces you to take every single one in order to 
come in first Try to discover all of them during a race, 
though, and you're sure to come in last The only 
sure-fire way to come out on top: race each new 
course in Single Race mode, find the shortcuts, and 
then go into a "real" race. That doesn't exactly 
scream "great game balance" from where I'm 
standing. Then there's the fact that its courses, while 
numerous, are sparse (both visually and object-wise) 
and very similar. This "quantity over quality” 
approach makes things a little monotonous as you 
progress further into the game, but mostly it detracts 
from the sense of personality that's so important in 
arcade racers (where course design is king). 

Rumble Racing isn't a bad racer by any stretch of 
the imagination, it's just a little... dull, despite even 
the colorful cars, colorful announcer, and colorful 
tricks. There's still a good amount of fun to be had — 
more than a lot of other racers have to offer — just 
don't expect to find it around every turn. 

> Randy Nelson 


GOOD 

This fast, furious weapons-based racer offers loads of cars and courses, but 
the "quantity over quality” approach to the latter makes it come up a littie 
short of the mark where personality is concerned. 
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jyn itK each new Army tien title released, I 
LlJ continue to wonder when enough will be 

enough. With an abundance of these mediocre games 
beginning to appear on PS2, 3D0 still doesn't seem to 
consider the series overdone. Granted, Green Rogue may 
offer a slightly better gaming experience than some of the 
other Army Men games, but that's not saying a whole lot. 

Green Rogue's foremost flaw lies in its overly simplistic, 
and therefore boring, level design. Basically, players move 
their uninspired green thing on a narrow path that con¬ 
stantly moves forward. As you encounter hordes of 
enemies, you blast them — that's it. Although you may 
have to dodge a few traps and obstacles, they do little to 
diversify the gameplay. 

Even the huge number of weapons and power-ups 
ironically adds very little variety. Since most enemies can be 
disposed of by the same weapon or method, the game 









gives players almost no incentive to use a specific weapon 
creatively. On a more positive note, I did find mutating your 
character into a super Army Man quite enjoyable. 

The graphics and framerate are perhaps the best in the 
series. There are only a couple situations throughout where 
the framerate seriously hinders playability. Furthermore, the 
control feels fairly tight and precise. Picking off enemies 
and dodging fire is easy enough to execute. 

Although Green Rogue is a very basic point and shoot 
action game with a few problems, it’s not the worst Army 
Men title out there. 

^ Tokoy a 




LACKIN 


If you lihe the Army Men series, you may want to check this one out. 
Otherwise, there's no reason to even rent Green Rogue. Just have your local 
draft board chalk this one up as 4F. 
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V m Iready having played Sarge's Heroes 2 on the 
g ■ 1 PSone, we weren't expecting much upon 

hearing the game was getting the P52 revamp. With few 
(small) exceptions, our expectations rang true. 

The game stars Sarge, who's going against all odds to 
recover stolen war secrets from a sexy femme fatale 
named Brigitte Bleu. Plenty of other characters make brief 
appearances, also. 

Missions are of the most basic variety, and entail 
moving from point A to point B and killing any opposition 
along the way. Stiff controls and curious choices (weapons 
selection is a one way affair) make the experience a true 
control-clencher — but not in the best of ways. As with 
the other Army Men titles, the action takes place in a 
variety of enormous "real" world environs — so plenty of 
clever visual gags abound. 



The game doesn’t even compare to most of its PS2 com¬ 
petition, with effects and models that are just adequately 
rendered at best. The framerate is stuttery, clipping is 
common, and object collision is questionable, making such 
processes as sniping tedious and frustrating. 

Music and sound are middling at best. Sadly, its content 
and delivery are, too. We’ve been unimpressed with the 
Army Men series as a whole, although there are a number 
of half-way worthwhile titles in it, too. Unfortunately, Surge's 
PS2 debut is not one of them. 

P' David Chen 



A There's lots of shooting and little plastic guys, but not a 
lot of fun to be found in this latest jbjnty lfefi outi^ 




Aside from its mediocre visuals, this bomb barely makes a bang. Poor 
control and a general disregard for good game design relegate it near the 
bottom of the action game barrel. 
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KCEA HONOLULU 



nis Exnmim 


s a gaming purist and college athlete (go Pack!) 
n M 1 who shared the pitch with homegrown MLS 

players. I’m convinced no game has ever exactly captured 
the game of soccer either in arcade or sim style. Konami 
has certainly made strides — some of its ISS (Internationol 
Superstar Soccer) games on PlayStation and N64 were 
first-rate. But ESPN MLS ExtraTime proves to be a very 
mixed bag, particularly next to EA’s FIFA 2001 MLS. 

The control setup,-game parameters, and team direc¬ 
tives are highly customizable. Within eight team formations, 
you can toggle an individual's zone and marking defense, 
their offensive or defensive tendencies, and dictate plenty 
of general team strategies. Sufficient depth comes in the 
form of 12 MLS and East/West Ali-Star teams, and interna¬ 
tional squads from North and South America (10), Europe 
(30), Africa (6), and Asia (7), each with relatively updated 
rosters. On the down side, Bob Ley's play-by-| 


dominates the lackluster sound, there are mediocre 
polygonal player models and stadium design, and the 
CPU's loose passing and dribbling coverage detract from 
the gameplay. Dribbling seems stiff and choppy, employing 
the same foot for incessant directional cutbacks. The 
selection of shots and passes isn't very deep, and limited 
analog control seems to affect the trajectory's height more 
than distance or velocity. ExtraTime doesn’t present 
advanced Ai strategy or articulate the finer physics of the 
ball's bounce or spin, but no soccer game has mastered 
that, even on PS2. The experience is solid, not spectacular. 

^ Tommy Layton 


so-so 

While ESPN tllS ExtraTime provides some palatable gameplay and depth, 
this isn't the great leap forward that Konami's great soccer tradition could 
have delivered on PS2. 





f - ' h 

? 4 


A The Al's coverage of dribbling and short jessing isn't 
veiy aggressive. Best not to give I1LS All-Star Pablo 
nastroeni so much open field... 
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H f all the major professional sports. Hockey is 
typically the fastest and the most brutal. 

That's why hockey games are such a perfect fit for the 
videogame world. If you remove the quick skating and the 
vicious hits, however, hockey quickly degrades into a boring 
Ice Capades tribute to soccer. 

That pretty much sums up what's wrong with Konami's 
ESPN National Hockey Night issues like a needlessly 
complex control layout soggy directional response, and 
frustrating moments waiting for animations have stolen 
most of the speed from this hockey game. For instance, 
whenever you push the button to shoot the puck, the 
player pauses and slides across the ice until you release the 
button. Only then will he swing and shoot. 

This is frustrating, but it's nowhere near as infuriating as 
the game's soggy directional control. Players skate 
comically in place during quick direction changes. Your 



face will turn red with anger as your opponents steal pucks 
that are only inches away from your frozen-in-place player. 

This game has two other significant problems. First of 
ail, the AI is sloppy. Computer-controlled players will often 
ignore a nearby puck and skate to their pre-assigned spots 
instead. The graphics are glitchy, especially when players 
'warp' from one direction to another in a single frame. 

Despite its problems, National Hockey Night is much 
better in terms of graphics and sound than Sony's own NHL 
Face Off. Unfortunately for Konami, the game to beat is still 
EA's NHL 2001. 

^ Dan Egger 




Control issues and too many other problems keep Konami’s PS2 hockey title 
from even playing in the same league as the best on the market EA's NHL 
200t. This one belongs in the penalty box. 
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SPEAR 


a ompared to the Saffire-developed N64 version, 
the original Rainbow Six (on the PSone) was 

pretty bad. That's why we were glad to find out that Saffire 
was enlisted to port the sequel to Sony's 32-bit console. 
Continuing the adventures of the R6 international anti- 
terrorist team. Rogue Spear takes the action to a broader 
number of locales and ups the amount of available 
equipment and weapons (28 in total). 

Rogue Spear is a quality port, but it’s hampered by a 
somewhat sluggish control scheme and some very average 
graphics. It's hard to move your targeting reticule over to an 
enemy fast enough, before getting shot. The developers 
tried to minimize this problem by having the cursor jump to 
the target as soon as it gets close enough, but that doesn't 
always work too well. Also, since the PSone's resolution is 
so low and the enemies and backgrounds share similar 


colors, it's often difficult to pick out targets from a distance. 

If you really enjoyed R6, Rogue Spear is certainly a 
must-have. It fixes a lot of the problems found in the 
original title and adds in a larger variety of missions. 
However, the overall pacing of the title is quite slow. If you're 
a person with an interest in strategy games, then check 
Rogue Spear out. You’ll love the planning stages of the 
game, as well as the fact that you can control the different 
teams separately. Twitch gamers, however, should look 
elsewhere for their hit of action. 

Stephen Frost 



There’s quite a bit of improvement in this sequel, but It still suffers from 
generally sluggish controls and some seriously bland-looking environments. 
If you liked R6, you'll like this. 
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E ver the past year or two, lightgun games have 
disappeared off the radar and it was thought 

that they were gone for good. Fortunately, however, Namco 
has taken the initiative and done its best to revive the genre 
with two new titles: Point Blank 3 (which we reviewed last 
issue) and an all-new chapter in the Time Crisis series. 
Project Titan. 

For those who are familiar with the first Time Crisis 
PlayStation title, you’ll feel quite at home with this one. 
Namco hasn't strayed too much from the original formula, 
but still managed to introduce some new gameplay 
elements. You’re still able to duck and reload by hitting the 
side buttons on the Guncon, but there are now also 
instances when you'll need to strafe around. This is done by 
shooting the colored arrows that appear on the screen. 

Visually, Project Titan is a mixed bag of quality and 
quantity. Most of the environments are decently detailed. 


with ample background interaction, but there isn't really 
anything that jumps out and grabs you. It's all solid and 
well-designed, which is a good thing, but we were hoping 
for a bit more graphically. It also would have been nice if 
the game were a bit longer. Most people, after a bit of 
practice, will be able to shoot their way through it in less 
than an hour. 

If you're a fan of the genre, then this latest Time Crisis 
adventure won’t disappoint you. It's fun and has just enough 
challenge to keep you interested. However, you may find 
yourself saying, “That's it?” when you reach the credits. 

> Stephen Frost 


GOOD 

While it’s fun and enjoyable in most regards, the latest Rme Crisis should 
have learned something from Point Blank 3 and had more in the replay 
department Host will finish it quickly. 
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Visit 'mvwesiii.org or cal 
t'W77t*2772 fw more info. 




it's dark. It's dangerous, and 


your worst nightmare has come 


to life. Armed with only your 


wits, a flashlight, and a revolver. 


can you unravel a mysterious 


island's untold secrets and 


survive one night of true terror? 


Join Edward Carnby and Aline Cedrac 
as they confront an epic journey of terror. 


Gam? OrvEtof»Mf.'iT Siuoio 


PlayStation 


CONTENT RATED BY 


Screenshots are from PlayStation game. 

Atone in the Dark™; The New Nightmare® 2l)01Jnfogrames, Inc. Ail rights reserved* InfogrameS/ the Infogrames logo,and Alone in the Dark are trademarks of Infogrames Entertainment S.A. PlayStation and the PlayStation log 
registered trademarks of Sony Computer Entertainment inc.Game Boy^ and Game Boy^ Color are trademarks of Nintendo of America, Inc* 1989,1998 Nintendo of America, Inc, The ratings icon ts a trademark of the Interactive 
Software Association. All other trademarks and trade names are properties of their respective owners. 
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An FPS graphically done right! 


raphically, Quake III is an impressive 
amalgamation of the first two FPS titles 
on PS2. It sports the texture detail of 

Unreal Tournament, and the frame rate of Time 
Splitters. Actually, Quake HI runs even quicker than 
Time Splitters, sometimes moving above the sweet 
60 frame mark, although it drops below 60 in four 
player matches at times. 

Such a magnificent, superficial display hasn't 
come without sacrifice. You'll notice that bullets don't 
leave marks in the environment Also, only four 
human players, or five bots, can play simultaneously. 

Consequently, this leads to my first major 
complaint Because many of the maps are extremely 
large, a game consisting of at most five enemies can 


easily lead to boredom. You'll spend many minutes 
just trying to find an opponent to fight against Since 
Quake III is famous for Its fast-pace intensity, this 
problem seriously affects the overall experience. 
Bullfrog should have redesigned the maps if they 
could only implement four or five characters at once. 

My next serious gripe with Quake III is its lack of a 
solid one player mode, dubbed Campaign. Although 
Quake III at least attempts to fill this void. Campaign 
mode is still nearly as shallow. Since it consists of the 
games from Arena, the only real incentive to play 
Campaign is to unlock new maps and characters. 

Finally, the load times are hellishly long. The 
loading of the maps exceeds 50 seconds, during 
which Steve, Randy and I played Unreal Tournament 




Underneath a few problems, however, lies a very 
solid and playable game that fans have come to 
worship. Despite the inappropriateness of a few very 
large maps, the level design is still very well thought- 
out The weapons and power ups are balanced, 
various, and add enough depth. Finally, the fighting 
engine offers plenty of technique to keep fans of the 
genre pleasantly hooked for a while. 

^ Tokoya 




2 Quake III 


3 mtmii Undergrpund (F51 
5 b-miki, (PS) 8 


frouMAO 


8 our of 10 I 








FINAL SCORE 


VERT GOOD 

Quake III is a solid FPS that any fan should 
own, despite its problems (inciuding a 
missing keyboard and mouse interface). 


IT STACK 
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Don't buy a game until you check here first! 


CURRENT RaEASES 


Iss# 

Month 

Game Name 

Score 

Genre 

Publisher 

Summary 

45 

May-01 

4X4 Evolution (P52) 

5 

Racing 

G.O.D. 

Despite its positives, 4X4 Evolution lacks innovation and any sort of real 
unique edge. Most off-road racers will probably just want to stick with 
Smuggler's Run instead. 




45 


May-01 

Dance Dance Revolution (PS) 

8 

Dance 

Konami 


at all costs? Even if you love Army lien games, doO*fbc)tftp||p i^ 
for Army Men: Hair Spray Flamethrower. Now there's a 1 


May-Ol' f l Racing CfQmpidnshii>{PS2) 




It's the greatest arcade game of all time, but Konami dropped the ball with 
the song list We'll have to wait for the next DDR. 


Racing 


UbiSoft 


effects, there’s really nothing that 
tie dOjKn't move as fast, but it's a much 


45 


May-01 ^ 

High Heat MLB 2002 (PS) 

7 

i 

Baseball 

1 

3DO 


Apart from a couple of nice visual 
stunning about this racer. EAs R t 
better (and deeper) game overall. 


While the graphics still look a little chunky {and they have been improved 
over last year’s effort), the rest of this title is a solid baseball experience. It's 
probably the best pure sIm on the PlayStation. 


Ebr w most part, I enjoyed Metal Slug X. Its faults bothered me a bit, 
they were never so bad that I had to stop playing: It you can't justify 


45 

May-01 

: NBA Hoopz (PS2) 

4 

Basketball 

Midway 

NBA Hoopz' lack of true innovation suggests Midway is resting on the laurels 
of the formula and conventions of the now tiresome arcade basketball sub- 





1_ i 


genre. Let this one sit on the bench. 


May^d NBA ShOofeDUt 2003 (PS2) 


45 


May-01 1 

1 

Point Blank 3 (PS) 

i 

7 

Light gun 

Namco 


Sadly it appears that the 989 Sports curse is stil 
gameplay isn't terrible and there are some nice v 
good enough to hang with the other PS2 sports 


A good sequel that doesn't quite bring anything new to the table, but still 
manages to pack in a good amount of fun and replay value. 



May-GI Strikers 1945 (PS) 


Shooter Agetec 


Slrikers194S is a decent game and 
16-bit era Unfortunately, while it Oi 



of g. 



45 

May-01 

Tiger Woods PGA Tour 2001 (PS2) 

7 

; 

' 

: 

..^_ 

Golf 

EA 

PGA 2001 is the first major step forward for golf titles, but it’s still lacking in 
a few key areas. The limited number of courses will probably hurt it more 
than anything else, though. 


May-^ " 

Triple 

7 

Baseball 

EA Sports 

With lots of different modes of play and plenty of customizable options, 

Triple Play Baseball will appeal not only to the baseball sim fan, but to the 
arcade player as well. This is one of the best on the PlayStation. 

45 

May-01 

Unison (PS2) 

1 

7 

Dancing 

Tecmo 

A great game over in Japan, Unison has been hurt a bit by its U.5. conver¬ 
sion. The music is still catchy, but the dumbing down of the gameplay 
certainly stings a bit. 

45 

May-01 Vanishing Point (PS) 


Racing 

Acclam 

Not the most visually impressive game ever. Vanishing Point still contains 
enough enjoyment and depth to please racing fans. The Stunt Driver mode 
really adds a lot to the mix. 

45 

May-01 

Warriors Of Might & Magic (PS2) 

i 

2 

Action 

3D0 

There are a couple good ideas in Warriors Of Might 5 Magic, but the overall 
execution is too poor to make this game worth buying. In fact, don't even 
bother renting it 




5 J L SCO ® ES These are the games that you've SOT to get your hands on! 




tlonth Game Name 


39 1 Nov-00 [S5X{P52) 


Score Genre 


41 I Jan-01 


Breath of Rre IV (PS 


40 Dec-00 DOA2: Hardcore {PS2) 



Snowboard/Race 


Pub&hmr 


Electronic Arts 


43 !Mar-01 iOnimusha: Warlords {PS2) 


ction 


41 uan-OI 




40 1 Dec-OO i Final Fantasy IX 


42 Feb-01 I Rayman Revolution {PS2) 


40 i Dec-00 I Spyro: Year of the Dragon (PS) 9 


44 I Apr-01 

SI 


Fighting 


RPG 


I Platformer 


Caocom 



Square 


41 Jan-01 


1 40 |Dec-00 
bec-OO 



IColin McRae Rally 2.0 (PS) 


Moto Racer World Tour 


IFIFA 2 001 (P S) 
iMidnight Club (PS2) 


I Darkstone (PS) 


Fear Effect 2: Retro He 


44 I Apr-01 I Ring Of Red (P52) 




RPG 


MOH: Underground (PS) 



;Racing 

SMI 

Sports/Soccer 


Sports/Socce 


jRacing 



Capcom 


Codemasters 


jlnfogrames 


EA Sports 


EA Sports 


Rockstar 


Codemasters 


SportsfBoxing 


1st Person Shooter j Electronic Arts 


8 

Adventure 


Eidos 40 

Dec-OO 

i 

Unreal Tournament 


Strategy 


44 I Apr-01 


Shadow Of Destiny (PS2) 


Konami 


Konami 


43 I Mar-01 I ATV Offroad Fury (PS) 


43 -Mai^Ol 


Kengo: Master of Bushido 



40 |Dec-00 ISummoner {P52) 


Dec-00 


39 ^Nov-00 





[Armored Core 2 (P52) 


Action j^etec 




Electronic Arts 
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REVIEW BACKLOG NOTE: The reviews in issue 38 and earlier used 


Iss. 

nonth 

Game name 

Score 

Genre 

Publisher 

44 

Apr-01 

Bowling (PS) 

6 

Sports 

A1 Games 

44 

Apr-01 

Darkstone (PS) 

8 

RPG 

Take 2 

44 

Apr-01 

Fear Effect 2: Retro Helix (PS) 

8 

Adventure 

Eidos 

44 

Apr-01 

NBA Hoopz (PS) 

4 

Sports 

Midway 

44 

Apr-01 

Oni (PS2} 

5 

Action 

RockStar 

44 

Apr-01 

Puzzle Star Sweep (PS) 

8 

Puzzle 

A1 Games 

44 

Apr-01 

Racing (PS) 

2 

Racing 

Agetec 

44 

Apr-01 

Ring Of Red (PS2) 

8 

Strategy 

Kona mi 

44 

Apr-01 

Shadow Of Destiny (PS2) 

8 

Adventure 

Konami 

44 

Apr-01 

Starfighter Sanvein (PS) 

4 

Shooter 

A1 Games 

44 

Apr-01 

Star Wars: Starfighter (P52) 

8 

Action 

LucasArts 

44 

Apr-01 

Winback: Covert Operations (PS2) 

7 

Action 

Koei 

43 

Mar-Ol 

Adv. of Cookie & Cream (PS) 

7 

Action 

Agetec 

43 

Mar-01 

Aqua Aqua (PS2) 

7 

Puzzle 

3DO 

43 

Mar-Ol 

ATV Offroad Fury (PS) 

8 

Racing 

Sony CEA 

43 

Mar-01 

The Bouncer (PS2) 

4 

Fighting 

Square EA 

43 

Mar-Ol 

Donald Duck: Quackers (PS) 

6 

Platform 

UbiSoft 

43 

Mar-Ol 

FI 2000 (PS) 

7 

Racing 

EA Sports 

43 

Mar-Ol 

Kengo: Master of Bushido (PS) 

8 

Fighting 

Crave 

43 

Mar-Ol 

Knockout Kings 2001 (PS 2) 

7 

Boxing 

EA 

43 

Mar-Ol 

NBA Live 2001 (PS) 

7 

Sports 

EA Sports 

43 

Mar-Ol 

NCAA Final Four 2001 

5 

Sports 

Sony CEA 

43 

Mar-Ol 

Theme Park Coaster (PS2) 

8 

Sim 

EA 

43 

Mar-Ol 

WDL{PS2) 

4 

Action 

3D0 

43 

Mar-Ol 

Onimusha: Warlords (PS2) 

8 

Action 

Capcom 

42 

Feb-01 

Acclaim Sports' HBO Boxing (PS) 

5 

Boxing 

Acclaim 

42 

Feb-01 

Blade (PS) 

4 

Action 

Activision 

42 

Feb-Ol ' 

Championship Surfer (PS) 

8 

Surfing 

Mattel 

42 

Feb-01 

Driving Emotion Type-S (PS2} 

4 

Racing 

Square EA 

42 

Feb-01 

Ducati Worid (PS) 

5 

Racing 

Acclaim 

42 

Feb-01 

King of Fighters ‘99 (PS) 

8 

Fighting 

Agetec 

42 

Feb-01 

Lunar 2: Eternal Biue (PS) 

8 

RPG 

Working 

42 

Feb-01 

NCAA GameBreaker 2001 (PS2) 

3 

Football 

989 Sports 

42 

Feb-01 

Persona 2 : Eternal Punishment (PS) 

7 

RPG 

Atius 

42 

Feb-01 

Power Spike Pro Beach Voi ley ball 

5 

Sports 

Infogrames 

42 

Feb-01 

Rayman Revolution (PS2) 

9 

Platformer 

Ubi Soft 

42 

Feb-01 

RC Revenge Pro (PS2) 

5 

Racing 

Acclaim 

42 

Feb-01 

Real Pool (PS2) 

7 

Billiards 

Infogrames 

42 

Feb-01 

Star Wars: Demolition (PS2) 

5 

Car Combat 

LucasArts 

42 

Feb-01 

Super Bust-A-Move (PS2) 

8 

Puzzle 

Acclaim 

41 

Jan-01 

Army Men: Air Attack 2 (PS) 

5 

Action 

3DO 

41 

Jan-01 

Army Men: Sarge's Heroes 2 (PS) 

5 

Action 

3DO 

41 

Jan-01 

Breath of Fire IV (PS) 

9 

RPG 

Capcom 

41 

Jan-01 

Colin McRae Rally 2.0 (PS) 

8 

Racing 

Codemasters 

41 

Jan-01 

Cool Boarders 2001 (PS) 

4 

Snowboarding 

Sony CEA 

41 

Jan-01 

Driver 2 (PS) 

6 

Racing/Action 

Infogrames 

41 

Jan-01 

ESPN X Games Snowboarding (PS2) 

7 

Snowboarding 

Konami 

41 

Jan-01 

Gundam Battle Assault (PS) 

4 

Fighting 

Bandai 

41 

Jan-01 

Han/est Moon; Back to Nature (PS) 

7 

Simulation 

Natsume 

41 

Jan-01 

Moto Racer World Tour (PS) 

8 

Racing 

Infogrames 

41 

Jan-01 

MTV Pure Ride (PS) 

6 

Snowboarding 

THQ 

41 

Jan-01 

NASCAR 2001 (PS2) 

4 

Racing 

EA Sports 

41 

Jan-01 

NBA Live 2001 (PS) 

7 

Sports 

EA Sports 

41 

Jan-01 

NBA Shootout 2001 (PS) 

4 

Sports 

Sony CEA 

41 

Jan-01 

Ready 2 Rumble 2 (PS2) 

6 

Boxing 

Midway 

41 

Jan-OI 

Silent Scope (PS2) 

7 

Shooter 

Konami 

41 

Jan-01 

Silpheed (PS2) 

6 

Shooter 

Working Designs 

41 

Jan-01 

Sky Odyssey (PS2) 

7 

Flying 

Activision 

41 

Jan-01 

Surfing H30 (PS2) 

6 

Surfing 

Rockstar 

41 

Jan-01 

Tomb Raider: Chronicles (PS) 

7 

Action/Adventure 

Eidos Interactive 

41 

Jan-01 

Top Gear Dare Devil (PS2) 

6 

Racing 

Kemco 

41 

Jan-01 

Torneko: The Last Hope (PS) 

1 

Action/RPG 

Enix 

41 

Jan-01 

Ultimate Fighting Championship (PS) 

2 

Fighting 

Crave 

40 

Dec-00 

Crash Bash (PS) 

6 

Party Game 

Sony CEA 

40 

Dec-00 

D0A2: Hardcore (PS2) 

9 

Fighting 

Tecmo 

40 

Dec-00 

Fantavision (P52) 

6 

Puzzle 

Sony CEA 

40 

Dec-00 

ESPN Int'l Track and Field (PS2) 

7 

Sports 

Konami 

40 

Dec-00 

FIFA 2001 (PS) 

8 

Sports/Soccer 

EA Sports 

40 

Dec-00 

FIFA 2001 (P52) 

8 

Sports/Soccer 

EA Sports 

40 

Dec-00 

Final Fantasy IX (PS) 

9 

RPG 

Square 

40 

Dec-00 

Gameday 2001 {PS2) 

2 

Sports/Football 

Sony CEA 

40 

Dec-00 

Gradius III & IV (PS2) 

5 

Shooter 

Konami 

40 

Dec-00 

Gungriffon Blaze (PS2) 

7 

Action 

Working Designs 

40 

Dec-00 

Knockout Kings 2001 (PS) 

5 

Sports/Boxing 

Electronic Arts 

40 

Dec-00 

Midnight Club (PS2) 

8 

Racing 

Rockstar 

40 

Dec-00 

Mike Tyson Boxing (PS) 

8 

Sports/Boxing 

Codemasters 


five-star scale 


Iss. 


Game name 

Score 1 

Genre 

Publisher | 

40 

Dec-00 

MOH: Underground (PS) 

8 

1st Person Shooter 

Electronic Arts 

40 

Dec-00 

Moto GP (PS2) 

6 

Racing 

Namco 

40 

Dec-00 

NHL 2001 (PS) 

7 

Sports/Ice Hockey 

Electronic Arts 

40 

Dec-00 

NHL 2001 (PS2) 

6 

Sports/Ice Hockey 

Electronic Arts 

40 

Dec-00 

Orphen: Scion of Sorcery (P52) 

5 

Action/Adventure 

Activision 

40 

Dec-00 

Ray Crisis (PS) 

5 

Shooter 

Taito 

40 

Dec-00 

Spyro: Year of the Dragon (PS) 

9 

Platform 

Sony 

40 

Dec-00 

Summoner (PS2) 

8 

RPG 

THQ 

40 

Dec-00 

The World is Not Enough (PS) 

6 

First Person Shooter 

Electronic Arts 

40 

Dec-00 

Timespiitters (PS 2) 

7 

First Person Shooter 

Eidos Interactive 

40 

Dec-00 

Unreal Tournament {PS2) 

8 

First Person Shooter 

Infogrames 

40 

Dec-00 

WCW Backstage Assault (PS) 

6 

Wrestling 

Electronic Arts 

40 

Dec-00 

Wild Wiid Racing (PS2) 

5 

Racing 

Interplay 

40 

Dec-00 

WWF Smackdown! 2 (PS) 

8 

Wrestling 

THQ 

39 

Nov-00 

Alien Resurrection (PS) 

7 

First Person Shooter 

Fox Interactive 

39 

Ncv-00 

Armored Core 2 (PS2) 

8 

Action 

Agetec 

39 

Nov-00 

Bomberman Party Edition (PS) 

6 

' Action 

Hudson 

39 

Nov-00 

Destruction Derby Raw (PS) 

5 

Action/Racing 

Midway 

39 

Nov-00 

Dino Crisis 2 (PS) 

6 

Action 

Capcom 

39 

Nov-00 

Dragon Valor (PS) 

7 

Action 

Namco 

39 

Nov-00 

Dynasty Warriors 2 (P52) 

6 

Strategy/Action 

Koei 

39 

Nov-OO 

Eternal Ring (PS2) 

5 

Action/RPG 

Agetec 

39 

Nov-00 

Evergrace (PS2) 

6 

RPG/Action 

Agetec 

39 

Nov-00 

Incredible Crisis (PS) 

! 

7 

Action/Puzzie 

Titus 

39 

Nov-00 

Kessen (PS2) 

8 

Strategy 

Electronic Arts 

39 

Nov-00 

Madden NFL 2001 (P52) 

9 

Sports 

Electronic Arts 

39 

•p 

Nov-00 

Mega Man Legends 2 (PS) 

7 

Action/Adventure 

Capcom 

39 

Nov-00 

NASCAR 2001 (PS) 

8 

Racing 

Electronic Arts 

39 

Nov-00 

Polaris Snocross (PS) 

6 

Racing 

Vatical 

39 

Nov-00 

Ridge Racer V (PS2) 

7 

Racing 

Namco 

39 

Nov-00 

Smuggler's Run (PS2) 

6 

Racing/Action 

Rockstar 

39 

Nov-00 

Sno-Cross Championship Racing (PS) 

6 

Snowmobile Racing 

Crave 

39 

Nov-00 

SSX{PS2) 

10 

Snowboard/Race 

Electronic Arts 

39 

Nov-00 

Street Fighter EX3 (PS2) 

6 

Fighting 

Capcom 

39 

Nov-00 

Swing Away Golf (PS2} 

7 

Golf 

Electronic Arts 

39 

Nov-00 

Sydney 2000 (PS) 

4 

Sports 

Eidos Interactive 

39 

Nov-00 

Tekken Tag Tournament (PS2} 

8 

Fighting 

Namco 

39 

Nov-00 

Tony Hawk 2 (PS) 

8 

Skateboarding 

Activision 

39 

Nov-00 

X Squad (PS2) 

4 

1 

Action 

iEA Games 

38 

Oct-00 

Bust-A-Groove 2 

3.5 

Dancing 

Enix 

38 

Oct-00 

Digimon World 

2 

Monster Breeding 

I Bandai 

38 

Oct-00 

Iron Soldier 3 

1 

Action 

Eclipse Softv/are 

38 

Oct-00 

Madden NFL 2001 

4 

Football 

Electronic Arts 

38 

Oct-00 

Parasite Eve 2 

3.5 

RPG/Action 

Square 

38 

Oct-00 

Pro Pinball Big Race USA 

3 

Pinball 

Empire Interactive 

38 

Oct-OO 

Spider-Man 

3.5 

Action 

Activision 

38 

Oct-00 

Star Trek: Invasion 

4 

Space Shooter 

Activision 

38 

Oct-OO 

Tenchu 2 

4 

Action/Adventure 

Activision 

38 

Oct-OO 

Vampire Hunter D 

1 

Action/Adventure 

Jaleco 

37 

Sep-OO 

Ball Breakers 

2 

Action 

Take Two 

37 

Sep-OO 

Mortal Kombat Special Forces 

2 

Action/Adventure 

Midway 

37 

Sep-OO 

Ms, Pac-Man Maze Madness 

3 

Action/Puzzle 

Namco 

37 

Seo-OO 

NCAA GameBreaker 2001 

3 

Football 

989 Sports 

37 

Sep-OO 

NCAA Football 2001 

3.5 

Football 

Electronic Arts 

37 

Sep-OO 

NFL GameDay 2001 

3.5 

Football 

989 Sports 

37 

Sep-00 

Rampage Through Time 

1 

Action 

Midway 

37 

Sep-OO 

Valkyrie Profile 

4 

RPG 

Enix 

37 

Sep-00 

X-Men Mutant Academy 

2.5 

Fighting 

Activision 

36 

Aug-OO 

Armorines: Project S.W.A.R.M. 

1,5 

First Person Shooter 

Acclaim 

36 

Aug-OO 

Chrono Cross 

4.5 

RPG 

Square EA 

36 

Aug-OO 

Grudge Warriors 

2 

Action 

Take Two 

36 

1 Aug-OO 

Koudelka 

4 

Action/Strategy 

infogrames 

36 

Aug-OO 

Legend of Dragoon 

4.5 

RPG 

Sony CEA 

36 

Aug-OO 

Legend of Mana 

3 

RPG 

Square EA 

36 

Aug-OO 

Rayman 2 

4 

ActiorVPIatform 

Ubisoft 

36 

Aug-OO 

Rhapsody 

4 

RPG 

Atius 

36 

Aug-OO 

RPG Maker 

4 

RPG 

Agetec 

36 

Aug-00 

Surf Riders 

2 

Surfing 

Acclaim 

36 

Aug-OO 

Threads of Fate 

3.5 

RPG/Action 

Square EA 

36 

Aug-00 

Vanguard Bandits 

3 

Strategy/RPG 

Working Designs 

36 

Aug-00 

Who Wants to Be a Millionaire? 

1.5 

Trivia 

Sony CEA 

35 

Jul-OO 

1 Countdown Vampires 

1 

Adventure 

Bandai 

35 

Jul-00 

Covert Ops; Nuclear Dawn 

3.5 

Action^Adventure 

Activision 

35 

Jul-OO 

Gekido 

3.5 

Fighting 

Interplay 

35 

Jul-00 

Grind Session 

3.5 

Skateboarding 

Sony CEA 

35 

Jul-00 

Kurt Warner Arena Football 

1,5 

Football 

Midway 
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can tell that only happens when the 
PS2 is moved or jarred with the 
game inside. And hey, weYe thanking 
our lucky stars that the PS2 doesnY 
have overheating problems like the 
original PlayStation had early on. 


yn riiiififfirj 


Sony largely delivered what it 
promised with the PS2 itseif 
— one heiiuva powerful 
gaming console. 


isn't online yet, you can understand 
Sony wanting to keep the price down. 






Power Shown So Far: ^ 

This grade is a little misleading, in 
that there have been some very 
impressive PS2 games. However, the 
system is capable of SO much more! 
A year from now, beautiful games 
like Tekken Tag and Onimusha will 
look like they came from the last 
generation; that's Just how powerful 
the PlayStation 2 really is. 


Ease of Use / Reliabilify: & 

The front-end menu system is a little 
confusing at first, but it doesn't take 
long to figure it out Still though, that 
has to be a mark against it The 
interface could (and should) have 
been much more user-friendly. 

There have been scattered reports 
of discs getting scratched while play¬ 
ing in the machine, but as far as we 


( Hardware Feafures:^ 

I It plays music CDs, DVD 
movies and your old PSone 
games (with slightly 
enhanced graphics, even). 
What's not to like? A built-in 
modem or hard drive would 
have been nice, but since the PS2 


















titles that we've seen so far are 
nothing more than prettier PSone 
games: We would've hoped to 
have seen at least a handful of 
games early on that demonstrated 
Sony's grand vision. 


right from the start, with a genera! 
good level of quality. However, just 
as Sony has failed to show us the 
PS2 difference, so has everyone 
else. Games like Metal Gear Solid 2 
are on the way, but we should have 


No matter how powerful the 
PS2 may be, if the games aren't 
great, it just won't matter. PS2's 
software lineup thus far is a 
mixed bag with some good, bad 
and downright ugly. It seems 
that the quality level of games is 
only just getting to where it 
should have been at launch. 
Let's take a closer look at the 
games released so far, and break 
down just how well they fared. 


strengths has always been its 
incredible number of third-party 
publishers, which continue to put 
most of their eggs in PS2's basket Genre Variefy: ^ 

---- All of the major genres have plen- 

Number of BIpckbusfers: ^ ty of titles to choose from, with a 
Out of the 62 PS2 games that we lot of niche games thrown in for 
reviewed from system launch to good measure. Because of the 
April Ist, 14 titles scored an 8, sheer number of third-parties pub- 
which is pretty good. However, only lishing titles, every type of gamer 
three titles reached a 9, with one has been catered to. 

lone 10 (SSXj. While there are - 

some really good games, the true Firsf-Parfy Games: 
system sellers — the killer apps — This is perhaps the most tragic 
are missing for the most part. aspect of PS2's launch period. 

When Nintendo releases its new 
Gamecube, you'd better believe 
that it will launch the system with 
top-notch, system-seller games, all 
designed by Nintendo themselves. 
That's what first-party software 
should do: sell systems and set the 
standard for third-party develop¬ 
ers. Because, at the end of the day, 
third-party companies can go put 
their games on any platform; first- 
party exclusive titles are what 
define a system. Sony's in-house 
games so far have been an embar¬ 
rassment. There have been very 
few titles (how could Sony not 
^ be ready for its own launch?), 
4 and the 989 sports games 

I were a huge setback. 


1 Couldn't produce enough units 
to meet demand. Sony shipped 
more PS2s at launch than any other 
console, which is to be commended. 
Unfortunately though, the record- 
breaking effort wasn't nearly enough. 


Overall Game Qualify: ^ 

The average PSM review score for 
ail of the PS2 games released so 
far is around a 6, which is... kind of 
"blah". The games are generally 
solid, with an equal number of 
good titles and crap ones. We've 
had numerous arguments among 
us about whether or not certain 
games could be done as well on 
Dreamcast, and the fact that 
we're even having those arguments 
tells us that developers have 
barely scratched the surface of 
PS2's potential. 


Innovafion & Originalify: 

There have been some good 
games, but have we seen anything 
truly revolutionary? No. All that 
talk about PS2's "Emotion Engine", 
and how it will bring new life and 
depth to the gaming experience 
sounded great early on, but the 


2 No fresh, innovative software. 

None of the early games have shown 
a big enough generational leap. Where 
were the new types of experiences Sony 
had promised we'd see with PS 2? 


3 No must-have first-party games. 

Since Sony has had access to PS2 
technology longer than anyone, they 
should've led the way with some truly 
kick-ass games. They blew it, big-time. 


4 PS2 is hard to develop for 

The machine is powerful, but uncon^ 
ventional. People finally seem to be fig¬ 
uring it out, but Sony's low quality third- 
party support ("how do I do anti-alias¬ 
ing?”) hurt the games early on. 


Number of Tifles: ^ 

There were about 62 games 
released for PS 2 by the 
first of April, just under 
a half-year since the 
system launched — 
that's pretty darn impres- i 
sive. One of Sony's biggest i 


5 No clear online strategy so far. 

Sony wasn't shy about hyping PS2's 
ambitious broadband network, but that 
seems to have fallen by the wayside. 
Hopefully we'll finally get some real 
details at the upcoming E3 expo in LA. 


Third-Party Games: C 

Again, a great mix of genres 
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away by bullies in line. What a 
horrible way to start off the PS2. 

The system remained nearly 
impossible to find for months, and 
often came with hiked-up prices 
or as part of "packages" that 
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the shelves, and you can’t really 
argue with that kind of success. 
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grade. While there weren't lots 
of amazing TV and print ads to 
point at as selling the system^ 
PS2 still flew off the shelves at 
a record-setting pace. Mostly 
through gaming mags and web¬ 
sites, Sony's announcements 
alone were enough to make the 
PS2 a sizzling hot item. So, no 
matter what it was that made 
PS2 THE "gotta-have-it” item, 
the bottom line is that it was* 


Meeting Consumer 
Demand: ^ 

For many diehard gamers across 
the country, launch day was a dis¬ 
aster of biblical proportions. While 
TV camera crews filmed the party ^| 
at Sony's own Metreon store in San MKi 
Francisco (which Sony made sure m^M^-^. 
had hundreds of systems), the rest m-\ • 

of the country had mi- M 

to fight over PS2s ^ 
like dogs in the Wjflp 

street The PSM 
crew got to see the ugly 
side of humanity up close as 
we waited in the rain for over 
ten hours to pick up our units. By 
the time the store had opened, an 
angry mob of nearly 200 people forced 
fought over the 50 or so units that games 
had arrived. Scenes like that hap¬ 
pened everywhere, and in some 
cases, turned tragically violent 
For its part, Sony cut its initial 
shipment of units in half at the last 
minute, and did nothing to warn or 
prepare retailers for what it knew 
would be an insatiable demand. 

Most store clerks were caught off¬ 
guard when long lines gathered at 
their store, and reacted poorly. At 
each store, many gamers who had 
looked forward to the PS2 launch 
for so long were either turned 
away by store clerks or intimidated 


CreaMng Awareness; ^ 

A lot of people lose sight of the 
fact that, despite the PS2 being 
woefully under shipped, it was still 
the biggest consumer electronics 
launch ever. There weren't a ton 
of ads running, but somehow 
everybody knew about the launch, 
and it became a media frenzy. 


^-JCcrjaai# !y'‘5i,;>^SJ^-^£S;-"if•^•l.'fc^ • 


gamers to buy the worst 
the system had to offer. 




Delivering on (he Hype: C 

The PS2 has proven to be a good 
games console, not "the future of 
Computer Entertainment", not the 
one-stop entertainment source for 
the living room or your gateway to 
broadband connectivity. It realty 
irks Sony when you call the PS2 a 
"videogame machine", but that's alt 
they've given us so far. While there 
have been some really good 
games, the top-level stuff that we 
bought the system for still won't be 
done for a little while longer. 


Making P52 a 

“Mus^ Have”: ^ 

It played the new advanced PS2 
games, played your old PSone 
games and even played CDs and 
DVD movies. Even at S300, Sony 
had put together an irresistible 
package which pretty much sold 
itself. The incredible strength of 
the PlayStation brand didn't hurt 
either, as the PS2 became THE 
cool “showcase" item to have. The 
scarcity of the systems at launch 
only fueled the fire, proving that 
the harder something is to get, the 
more people want it. 
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PS2 OVERALL GRADE 


TV & Prin^ Ads; ^ 

The ads didn’t really start until PS2 
was out, so Sony clearly counted 
on the gaming press to get the pre¬ 
launch word out. In retrospect, it's 
probably a good thing that Sony 
didn’t bombard the airwaves with 
ads leading up to the launch since 
there weren't nearly enough units 
to go around. The ads were fairly 
cryptic, focusing mostly on the 
strength of the PlayStation brand 
— Sony didn't do anything to real¬ 
ly "sell" the PS2 or demonstrate 
what it can do. We weren't 
impressed, but hey, PS2s flew off 
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Online / Canvergence: ^ 

In all fairness, we didn't really 
believe Sony's ambitious oniine 
plans would take effect this early, 
anyway. But the point is that Sony 
hyped this aspect of the system 
so much before launch that we 
felt they were misleading. Sony 
reps have taken offense at the 
PS2 being labeled a simple 
"videogame machine", favoring 
their fancier "computer enter¬ 
tainment" description instead. 
But y'know what? Without any of 
that broadband convergence 
stuff, a simple game machine is all 
they've given us so far. 


launch to really show off the PS2. 
If Sony had planned better and 
gotten development tools and 
support out sooner, that would 
have been possible. 


1 Created unprecedented demand. 

Everybody knew that PS 2 was com¬ 
ing out, and they all wanted one. Even 
Sony's mistakes seemed to bring about 
success; the rarer PS2s were, the more 
people wanted them. 


2 Plays DVDs and PSone games. 

What a one-two punch! Parents 
won't feel like they're losing the money 
they Invested in their kid's PSone games, 
plus they get a DVD player, to boot. 
What's not to love? 


3 Secured amazing third-party 
support. With Sega onboard, that 
pretty much leaves Nintendo as the only 
developer not making PS2 games. That's 
huge when you consider that the biggest 
PSone hits came from third-parties. 


The PlayStation 2 is a great piece of hardware with 
a ton of potential/but the games have b^h cdf to a slow 
start. Most of the videogame systems of the past (especially 
Nintendo's) didn't launch until games were ready that showed 
a clear difference from the previous generation. That certain¬ 
ly wasn't the case here, although there have been fun titles. 

For now, the promise of PS2 far outweighs what we've seen 
thus far. Will Sony eventually achieve its lofty goals? We have 
no doubt that they will. It's just a shame that early on, the 
PlayStation 2 hasn't really been able to realty show what it can 
do, and back up its Incredible hype. We have to be completely 
honest and, despite the PS2's incredible commercial success, 
give it an overall "C" grade lor its first half-year. 


4 Created a very powerful long¬ 
term platform. Tfie PS 2 may be 
tricky to program for, but there’s plenty 
of untapped power there. Games should 
keep looking better for years. 


5 They've kept the PlayStation 
brand "Cool." With PSone, Sony 
took gaming out of the kid's room and 
made PlayStation cool, and that image 
has only been enhanced with the PS2, 
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9 Japan, where, early on, 
studies proved PS 2 owners 
e buying more DVDs than games. 
However, it's just plain silly to 

decision to include 


has delivered, for the most part, a 
very mediocre lineup of titles thus 
far. Once games like MGS 2 and Devil 
May Cry start coming out regularly, it 
won't be an issue. Plus, DVD play- 
back will get PS25 into more homes, 
and help to turn movie buffs into 
gamers. Systems that can't play 
DVDs will be a tough sell against PS2. 


Many of Sony's detractors have been 
very critical of its decision to Include 
full DVD movie playback in the PS2. 
They argue that people will be con¬ 
tent to simply watch movies and not 
buy games, which hurts sales. That 
seems to have been the case in 


look at Sony's 
DVD playback as anything other than 
a master stroke of genius. The simple 
fact is that people have been buying 
more DVD movies because the PS2 


■ * 


Srandard Bearers 


These are the games that — so far 
— have best defined what the PS 2 
experience Is supposed to be like. 
Unfortunately, we haven't seen 
nearly the level of innovation that 
we'd hoped for in most of PS2's 
titles, but at least these games show 
the promise of things to come. 


netal Gear 


Even though/7oS2 
won't be out until 
the fall, the demo 
(packed with ZOI) is the best example 
we've seen of what PlayStation 2 has to 
offer. We needed this game at launch! 


2 SSX The 

most fun 


Woctofen single- 
handedly sold 
more PS2s than 
any other game. It was a good 
showcase piece for the system, 
because anyone could see the huge 
difference in graphics and realism. 


4 0niinusha 

Not revolu- ^ 
tionary in terms . ^ 3 , , 
of gameplay, but ^ 2 

still a very fun 

and pretty game. Players can put 
this title side-by-side with 
Capcom’s similar PSone games 
and see the PS 2 difference. 


C- 


Z.O.E While 


A game. Zone of ^ 
the Enders has 
great graphics, 
tight control and Is a new type of 
mech game that we haven't seen 
before. A great start to one of the 
first truly original PS2 series. 


Wrap-Up: Whal’s Nexf? 


As we put the PlayStation 2's 
launch period behind us and 


move forward, the future 
looks very bright for Sony's 
mega-console. This fall should 
see the release of the first true 
batch of PS2 titles, games that 
push the system's power and 
deliver on its promise. Despite 
the early mistakes that have 
been made, there will contin¬ 
ue to be no way to stop the 
PS2 juggernaut. 


Reading over this feature, it 
seems that we're being pretty 
negative about the PS2. Well, we 
are and we aren’t As much as 
we've enjoyed the system, we're 
not going to sit here and tell you 
that it's perfect, and that the 
launch went off without a hitch. 
However, everyone has to consid¬ 
er that console launches almost 


always under-deliver in some 
ways. None of us expected to see 
the full potential of the system 
realized in its first six months. But 
could we have seen more than 
we did? Yes, and we should have. 
The good news is that we’ll 
start to see major improvements 
very soon. E3 should be a block¬ 
buster show, with top-secret PS2 
games that make the first round 
of titles look obsolete. Games 
like Metal Gear Solid 2, Devil May 
Cry, and Gran Turismo 3 all look 
drool-worthy, and Sony's hinted 
to us that they will unveil no 
fewer than five top-secret triple- 
A games — and that's just first- 


party stuff! It's taken everyone 
awhile to ramp up, but PS2 
seems like it's finally on track to 
kick major ass this fall. 

EB should also see solid plans 
regarding PS2's online strategy 
revealed, and with stiff competi- 


Show us what 
this puppy can 

do. The time for talk¬ 
ing is long gone — 


SHOW us how much 
better PS2 is. It's taken 
awhile for developers 
to ramp up, but we 
should finally begin to 
see the system's 
potential later this year. 


something going ~ 
Memory Card down¬ 
loads, message boards, 
tip pages, whatever. 


2 Get online. Now. 

Perhaps it's unre¬ 
alistic to expect a full 
broadband structure to 
be in place anytime 
soon, but narrowband 
is here now, and Sega 
has proved it still has 
potential. If not online 
play, Sony should get 


3 Spread the Love. 

Nearly every 
developer that we've 
talked to feels that 
Sony is hard to work 
with, and that the 
company's success has 
gone to its head. Sony 
needs to keep these 
guys happy, or they'll 
eventually take their 
games elsewhere. 


to explain to casual 
gamers why PS2 is 
better than their old 
systems, in a way 
they'll understand. 
They need a lower 
PS 2 price tag, too. 


4 Go for the mass 
market. Now that 
hardcore gamers have 
their systems, Sony has 


5 Don't get 
cocky. 

Sony has to 
remember 
that it was a cocky 
Nintendo and Sega 
that opened the door 
for them to come in 
and take over, Sony 
can't rest on its past 
success, and must con 
tinue to work harder 
than ever at every 
aspect of the business. 


tion at the show from Nintendo's 
Gamecube and Microsoft's 
Xbox, we fully expect some 


earth- 


shattering announce¬ 
ments to come out of nowhere. 
What jaw-dropping news has 
Sony squirreled away to drop on 
its competition at the Industry's 
biggest stage? We get ail giddy 
just imagining the possibilities! 

Bottom line: PS2 has gotten 
off to a slow start in some ways, 
but make no mistake: it WILL be 


the dominant system that every¬ 
one expected it to be. As devel¬ 
opers get more familiar with 
programming on the console 
and get the amount of time 
needed to make great games, 
we'll see a lot more of the Metal 


Gears and the Gran Turismos, 
Meanwhile, Xbox and Gamecube 
will fight it out for the number- 
two spot, and the intense com¬ 
petition will benefit all gamers as 
the heavyweights try to one-up 
each other. At least, that's our 
take, anyway:-) 
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or call 1-800-771-3772 
for more info. 




Coming soon 
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Vn-Fire'' turbo boost 


Music from Outkast, H2S04, NuHset, and Disturbed! 


Car-shredding, high-adrenaline crashes and multi-car wrecks 
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MIDWAY 


www.cartfury.midway.com 


CART FURY © 2000 Midway Amusement Games, LLC. MIDWAY and the MIDWAY LOGO are trademarks of Midway Amusement Games, LLC. © Official Licensed Product of Champioriship Auto Racing Teams, Inc. - All Logos and marks of CART, 
its Teams. Drivers, Tracks and Sponsors are the property of CART and fts respective Teams, Drivers, Tracks and Sponsors and may not be reproduced, in whole or in part, without; the prior written consent of CART Licensed Products, Inc. 
Distributed under license by Midway Home Entertainment tnc. ‘'PiayStatton” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. MIDWAYand the Midway logo are trademarks cf Midway Amusement Games. LLC, 
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7i i^ Resident Evil 


Veronica 


Soldier Of Fortune 
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nee in a while 


a game 

fi I j comes along that is so 
engrossing that you simply 

can not put it down — no matter how 
much your head starts to hurt without 
sleep. After playing the demo of Silent 
Hill 2 for hours at the Tokyo Game 
Show, I'm convinced that Konami's new 
horror title is going to be one of those 
games. ! couldn't pry my hands away 
from the controller — the Kona mi guys 
finally had to kick me offi 

Let's get to the details: players 
assume the role of a man named 
James, who was instructed to travel to 
Silent Hill in a letter from his dead wife. 
Creepy. He arrives and sees (pg. 48 ►) 
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CREEPY 

lOOKS 
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SHentHiU 2 is a very beautiful and detailed 
game, but it is extremely dark and grainy, 
which makes it difficult to take screens. 
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However, this rough appearance really 
adds to the game when it's In motion, it's 
a unique look, and it's flat-out creepy! 
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A Get used to long, dark hallways. James A glhiieplay jgraphks ar^ as good A The fog is abundaiit, but a: 

gets a flashlight, but youTI only be able to as tlm €G, altifough perhaps be^imtug and doesn'^^^^ lifter the entire 
see a small area directly in front of you. end movies bei^rtbhveyth^ There'sjust enough fo givey 


.■■■■ . ,■ 
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envtrbnment. 



A The camera is fixed sometimes, bUt^t other times it follows 
behind you. By switching between the two, it feels like a movie. 
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^^Jieje^ an '^lame cinema thliw^ the real graphics instead of 


THE CAST I 

This game has a rich cast of | 
characters. The main ones ail { 
have interesting backgrounds I 
to help make the story more 
compelling and convincing. 



to ship a padmge alt:fifo war ftu^ bdl? 


A ,UursMth^t^^^#limies’ late wifi 


but she's not to be triced 
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HORRIFIC 

ENEniES 

The new enemies in 5H2 
are very sick and 
twisted, and many of 
them are quite strong. 
Often times you lack the 
ammo to waste them all. 
In such cases, you just 
gotta run away 
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he an enemy, even 
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► some really crazy stuff going on, and 
by the time he realizes how nuts the 
place is, it's too late to go back. 

James will discover new pieces to 
the Silent Hill mystery, which should tie 
into the first game and further reveal 
the town's mysterious past. There will 
be plenty of puzzles to solve using a 
variety of tools, and James will take on 
some very disturbing monsters with 
guns and other weapons. James must 
now explore dark, deserted hospitals, 
eerie lakes, and creepy forests. 


You can switch the control between 
Resident fv//-style and flario 54-style; 
the latter seemed to make maneuver¬ 
ing and using weapons more intuitive 
and precise. Since the camera has also 
been tweaked, you almost always have 
an optimal view of the action. 

Silent Hill 2 really pushes the PS2 
graphically. Besides sporting some hor¬ 
rifyingly detailed textures, Konami has 
purposely added a grainy filter to 
create a dark, twisted atmosphere. 
Also, the thick fog from the first game. 


which was then used to conceal the 
PSone's short draw-distance, has been 
updated. The new volumetric fog 
effects, as well as real-time shadows 
and lighting, are used as they should be 
— to create a more convincing setting. 

Take if from me, gamers are going 
to be scared silly this fall. ^ Tokoya 



ttie BUZZ 


With incredible graphics and numerous 
improvements over the first game, Konami 
has yet another killer app for the PS2! 








One aspect to solving many of 
the difficult puzzles Is searching 
for clues in the dark. Others 
involve using tools, such as 
pipes. In certain situations to 
unlock new areas or secrets. 
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An up-close look at 
the game in action 


> This is James — 
the dude that goes 
running into a 
haunted, monster- 
filled town 
because his evil 
dead wife tells him 
to. nan, now THAT 
is “whipped"! 


-d There will be plenty 
of puzzles to solve, so 
like in any good 
adventure game, it will 
pay to look everywhere 
for clues and items. 
There's definitely some 
good action in 5M2, but 
the real focus is on 
unraveling a mystery. 




ttilnM itis set in a true 3D envirbnmeiit, 
^^Hye to be sure to check every nook 
B^Bny to find clues and sohre puzzle 


1 In case you didn't 
^notice, this game is 
DARK. It's also got a 
grainy kind of fiiter 
over the graphics. It's 
impossible to get the 
true effect over in 
screens, but this all 
looks absolutely 
fantastic when you see 
the game in action. 
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PSone's unofficial 
mascot makes the 
Jump onto PS2 
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Although early. Crash's next adventure is 
already looking really good. Let's hope the 
gameplay is great, too. 
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^i^i^sh has undergohe some polj^niil beefing up for his PS2 debut His model 
polys versus 400 on jPSbne. 
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rash is back in his first 
appearance on PS2, and 
this time it's the crew at 

UK-based Traveller's Tales — and not 
series creator Naughty Dog — at the 
helm. Despite the changing of hands, 
the game is already looking solid (and 
sounding great on paper) even at a 
mere 30% complete. 

Due for release this fall, the game 
pits Crash against his arch nemesis, 
Neo Cortex, and his equally evil Tiki 
mask hench-things. The game's 
structure, like its predecessors, will be 
hub-based — this time, they'll be 
based around elements such as fire, 
earth, water, and air. Crash's range of 
signature moves (spinning, crawling, 
belly-flopping) returns, joined by a new 
tip-toe move that will be used to get 
around sleeping enemies and critically 
unstable explosives crates. 

Crash's sister, Coco, will become 
playable in this outing and will have her 
own levels and areas to explore; her 
moves will include Charlie's Angels- 
style punches and kicks. There will also 
be a wider variety of vehicles for Crash 


Crash and his sister Coco 
will have several cool new 
vehicles available to them on 
this adventure. 


and his lil' sis to utilize, including a 
glider and a jeep, which Crash uses to 
escape from a large, stampeding pack 
of jungle animals. 

Visually, the game is set to impress 
with a greatly enhanced Crash model 
(sporting 2,000 polygons up from 400 


on PSone) and crisp 60fps environ¬ 
ments. We've also seen some of the 
great early particle and real-time 
reflection effects. We’re expecting big 
things out of the built-from-scratch 
engine by the time it's complete. 

^ Randy Nelson 
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class courses. Multi-player wise, the 
already announced iLink networking 
mode is joined by traditional split¬ 
screen racing and a new mode for 
widescreen televisions that gives both 
players their own 3:4 aspect ratio 
"viewport" on one 16:9 TV. Very cool. 

Since the game's being wrapped up, 
a lot of little details have been put in 
place on the visual front Cars now 
leave persistent skid marks on the 
courses that will build up during the 
race without fading out Also, the wet 
course in particular is impressive in that 
cars can actually track water into its 
dry tunnels which will eventually build 



up over time. 

With its loads of modes, cars, 
courses, and breathtaking visuals 
there’s no doubting GTS is going to be 
big when it hits U.S. shores. We'll 
hopefully have a full review of the 
game very soon now. 


I ould it be? As of this 
I writing, the Japanese 
i version of GTS was finally 

entering the production phase in 
Japan, where it's slated to pop up on 
shelves on April 28. That means that 



Sony's target month of June for the 
U.S. certainly isn't out of the question 
— so racing fans can almost certainly 
breath a collective sigh of relief. 

This month, the excitement 
continues to build, with Sony revealing 


the first quality look at the game's Tahiti 
dirt course and multitude of multi¬ 
player options. The former has (as 
expected) undergone a remarkable 
facelift from GT2 on PSone, and it's 
backed up by at least 35 more world- 


^ Randy Nelson 


\he BUZZ 



Based on the near-complete Japanese 
version we've played, this has everything 
to be the end-all be-all PS2 racer of 2001. 
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GT3's Tahiti course is sure to 
offer up plenty of dirt-racing 
thrills and sunny, high-res track 
side visuals. Man, this game 
looks sweet! 
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nfogrames has finally 
revealed the latest sequel 
in one of the most popular 

racing series of all time — Test Drive. 
Car fans will be happy to know that this 
sequel features an assortment of 20 
different exotic and all-American 
muscle cars. You've got everything 
from the Dodge Viper GTS to the 
Lotus Espirit and Nissan Skyline (my 
personal favorite). We can only begin 
to guess what secret vehicles the 
game will include. 



Infogmmes races onto the PS2 at full speed 


Test Drive will feature four real-world 
cities, including London and San 
Francisco, that will be extremely 
realistic and highly detailed. There's 
going to be a lot more background 





interaction this time around, such as 
smashable street-side objects, reactive 
pedestrians and unpredictable cross¬ 
traffic. The cops are going to be a lot 
smarter, too. 

Test Drive is sticking very much to its 
arcade-style roots, but will still have a 
realistic physics system. It's just going 
to be tuned in order to make the racing 
experience more fun and enjoyable. 
One thing's for sure... the gravity- 
defying jumps are in full force. You 
going to get enough air in this game to 
make even Michael Jordan jealous. 

We have yet to go hands-on with 
Test Drive, but I have a feeling that this 
game is going to deliver the goods. 
Infogrames should be able to win the 
hearts of racing fans everywhere. 

> Stephen Frost 



With ff/cfge Racer a distant memory, Ibst 
Drive is the new arcade racer to beat. This 
will easily hold us until Need Rir Speed. 



I Since the tracks are based in I 
I different famous cities, you \ 
I should be able to spot some | 
! popular landmarks. i 
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The arsenal of a mercenary is an 
impressive thing to behold. 
Weapons include modified 
military issue and futuristic 
concept weapons, probably 
from the black market. 
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The controversial FPS comes pristine to P52 



ikes! That word comes to 
mind once you've seen 
Soldier of Fortune, Raven 

Software's ferociously brutal FPS on 
PC. Picture a game that minds 26 
different "gore zones" (or hit locations) 
on the detailed skeletal model of your 
enemy, resulting in decapitation, 
severed arms or legs and myriad 
writhing and screaming death anima¬ 
tions. Developer Pipe Dream has no 
intention of diluting the action in the 
PS2 port Make no mistake — this 
game is not for the kiddies. 

Soldier of Fortune stars John Mullins, 
a Purple Heart-winning, Vietnam vet- 
turned-mercenary, who's hired to 
thwart a fanatical terrorist organization 
that has stolen four nuclear warheads. 


He must track and dispatch the enemy 
in 26 levels in 10 missions set across 
five continents. SOPs diverse environ¬ 
ments include subway terminals, war- 
torn ruins, a speeding bullet train, and 
a Siberian military installment Mr. 


Mullins' arsenal includes pistols of 
varying caliber, heavy and sub-machine 
guns, shotgun, sniper rifle, flame¬ 
thrower, rocket launcher, "slugthrowei^' 
an imposing knife, explosives, and a 
futuristic microwave pulse gun. 


Pipe Dream is lending particular focus 
to the multi-player aspect for which 
the PC version received great praise. 
Hopefully we'll see multi-player action 
by September of this year. 

> Tommy Layton 



Soidier of Fortune should have the same 
gritty realism, quality cinematic gameplay, 
and muiti-play on PS2. 
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Another dose of 3D0 multiplayer action 


Ithough the previous WDL 
m i V game was only mediocre, 
Kill! J 3DO hopes to make some 

necessary improvements to make its 
new one a hit The most notable differ¬ 
ence is the change from tanks to jets. 

This means that players will 
compete against each other in aerial 
combat complete with a multitude of 
fighter planes, and numerous special 
weapons and power-ups. Players will 
be able to fight their jets in a variety of 
completely interactive environments. 
Besides engaging in dog fights high i 


the sky, players will zip through 
buildings of crowded cities, and dodge 
debris from the volcanos of Hawaii. 
WarJetz will share some similarities 


(he BUZZ 



The variety of environments and play 
mechanics should make this more interest¬ 
ing than the first game. 


with the previous WDL game. For 
example, the game will resemble a TV 
show, hopefully reproducing a WWF- 
like experience. Also, WarJetz will 
feature multi-player action, but only 
two people can play simultaneously, 
which could hurt the War Jetz. 

WDL: Thunder Tanks game pi ay 
didn’t really satisfy single gamers. 
Hopefully, 3D0 will try to compensate 
for this fault by Improving WarJetz's 
one player mode. 

^ Tokoya 
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O f there's one thing that 
Midway is good at, it's 
bringing sports to the 

mainstream gamer in a very digestible 
manner. NFL Blitz and NBA Jam took 


football and basketball to a much 
simpler level and allowed a much 
broader audience to get into them. 
The same can be said of Cart Fury. 
However, this time, the sport that's 
involved is Cart racing. 

For most people. Cart is far too 
much of a sim sport to really get into. 
Basically, it's boring. Well, Midway has 
taken everything that's “wrong" with 
the sport and thrown it out the 
window. The cars are much easier to 
handle and the steering is much more 


forgiving. You also get some amazingly 
spectacular crashes when you hit 
someone at full speed. Not only that, 
but the races tend to take place on a 
large variety of courses. The checkered 
flag is about to fall. Midway puts the 
pedal to the metal this Summer. 

^ Stephen Frost 


Hldway applies its simplification theory to 
the world of Cart racing, making easier for 
ali people to enjoy the sport. 




Midway brings arcade 
action to CART racing 
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Comic Mischief 
Mild Language 
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15 TRACKS. 108 CARS. AND TOP SPEEDS 
IN EXCESS OF 190 MPH. THAT WASN'T 
YOUR LIFE THAT FLASHED BEFORE 
YOUR EYES. IT WAS A MADMAN IN A 
ROCKET SLED STEALING FIRST PLACE 
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? Over-active adrenal gland? Weak or non-existent braking instinct? Problems 


controlling acceleration? You may be a Speed Freak. If so, Rumble Racing is the game 
for you. Tear through fantasy worlds sniffing out short cuts and power-ups at the speed 
of light. Trigger asphalt-melting nitro boosts with big-air barrel rolls and corkscrew flips. 


Because in this turbo-charged race, if you're not lightning fast, you're already finished 
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Even though there are some 
jaggies and blocky edges, 
better textures, reflections and 
dynamic lighting should be 
ironed out before release. 
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Another look at a racer that might be worth the wait 
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any console's 
^ ® throng of racing games, 

every racer worth its salt 

must find a niche. Hoping to draw from 
both ends of the racing spectrum, 
Supercar Street Challenge nestles 
snugly between the realism and 


physics of Gran Turismo and the over- 
the-top arcade action of Rumble 
Racing, more or less on par with Ridge 
Racer. What sets it apart from the field 
is the licensing of an ample selection of 
exotic supercars, and a design studio 
with extensive options for creating and 


modifying your own tricked out 
supercar that can be saved on a 
memory card. But make no mistake: In 
its present state, SSC has a ways to go 
before it delivers on the promise of an 
extended development cycle. 

When we last saw Supercor in its 


near-beta version, rampant jaggies and 
unoptimized textures and backgrounds 
proved almost distracting. And while it 
ran at a solid 60 fps with one car on¬ 
screen, framerate became an issue 
when multiple cars came into view. 

We were pleased to learn that a 
whopping 27 courses have been 
confirmed as opposed to the previous 
16, and that LA, London, Monaco, 
Munich, Paris, Rome and Turin will be 
rendered with real landmarks, with a 
healthy set of arcade-style jumps and 
shortcuts weaving through course 
designs. Further, real-time damage 
modeling will affect the cars' handling. 

Still, the proof is in the pudding, and 
Supercar still needs graphics and 
framerate work before it hits the street 
in Q3. 

> Tommy Layton 


^he BUZZ 


While Sapercar Street Chalienge needs a bit 
of work under the hood before it can 
compete, we think it's gonna be hot. 
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A The world of Herdy Gerdy is so alive and lush with animals and foliage. Check out die 
sunshine coming through die trees. 




Eidos reveals a game that would make 
even Disney jealous 



TEARS TO OUR 
EYES 

To say that this game simply 
doesn't look amazing would be 
stupid. It has some of the best 
visuals yet seen on a console. 



B very so often, a title comes 
along that breaks the tradi¬ 
tional mold of genres and 

attempts to bring a genuinely new 
gaming experience to the market 


Herdy Gerdy looks to be one such title, 
which is why we're glad to bring you 
these brand-new screenshots and info 
straight from Eidos's offices. What's 


fact that the game is highly 
innovative; it's also one of the most 
impressive-looking videogames ever 
developed... period. In fact, when we 
saw Herdy Gerdy in motion, we 
instantly compared it to the likes of a 
high-quality Disney movie. Yeah, it 
looks that good. 

The main story behind this PS2 
strategy/adventure involves a young 
apprentice herder, aptly named Gerdy. 
Gerdy's father has been put under a 
sleeping spell by an evil herder, so it's 
up to him to find the cure. To do so, 
he'll have to make his way across the 
island and gather the necessary items 
and equipment He'll also have to 
perfect his herding skills in order to 
compete in a local tournament to 
become Master Herder. 

What's unique about Herdy Gerdy is 
that it combines strategy and 
adventure elements in clever ways. 
Players will have to use their heads a 


lot and pay attention to how different 
creatures react to each other. Only by 
leading and herding them in specific 
ways can you hope to fulfill the various 
missions and objectives. And since 
there's a cause and effect system going 
on, you really have to be careful on 
how you impact the ecosystem. 

With over 200 characters to 
interact with, 27 enormous levels and 
zero loading time, Herdy Gerdy is going 
to be a major force to contend with, 
come this fall. Just don't let the cutesy 
characters fool you. This is one serious 
game and it's gonna surprise a lot of 
people with its deep gameplay and 
beautiful visuals. I know it did us. 

^ Stephen Frost 



most impressive, however, isn't just the 
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A Here's one 






le game. Tfiey*H eat anything. 
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P52's "other" big game demo has hitMipan — and it rocks! 


he first thing that strikes 
you when playing the 
recently released Japanese 

demo of Devil May Cry is its real-time 
environments — they're right up there 




with what Metal Gear Solid 2 has 
already shown us that PS2 can do. It's 
not an overstatement to say that they 
rival (and often surpass) the pre¬ 
rendered settings seen in Resident Evil 
2, but as good as they look, the game's 
characters and special effects look 
even better. Dante himself has been 
superbly motion captured to capture 
all sorts of subtle movements while 
running, jumping, walking, and 
attacking. He even turns to check for 
enemies behind him when climbing 
spiraling staircases! 

Beyond the visuals, the demo gives 
us a little more insight into how the 
finished game will operate. For 
instance, enemies will come to life only 
after Dante has acquired a key from the 



Before the adventure truly begins, Dante must make his way to the 
castle itself. The real-time scenery is simply incredible. 


first of their kind — from then on he'll 
encounter them throughout the castle. 
They also teleport in through "demon 
gates", but will eventually stop 
respawning after he dispatches enough 


of them. We've already seen several 
variations of enemies, including ones 
who wield shotguns and scythes. 

We've also learned more about the 
game's combat system. Pressing R1 
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puts Dante into fighting mode, causing 
a life meter and demon spirit meter to 
appear on screen. The latter fills as 
Dante attacks enemies with his gun or 
sword. When fully charged, pressing U 
releases the demon energy, increasing 
Dante's weapon strength and slowly 
replenishing his health. You can also 
jump and then jump again in the air to 
transform into a flying demon, which is 
invincible, and shoot powerful lightning 
at enemies. It also appears that Dante 
can perform different basic attacks 
depending on which sword he has 
equipped. He performs fiery punches 
and kicks instead of sword slashes 
when his Terra sword is equipped. 

This all-too-short taste of the game 
has us loathing the wait until the DMCs 
fall release, but even more excited 
about what the rest of it will offer. Keep 
a look out for the US. teaser version 
{which ships with Resident Evil Code: 
Veronica X in September) and we'll 
have more post-demo coverage of the 
game soon. 

> Randy Nelson 



tt\z BUZZ 


So far, this game plays as good as it looks — 
and that's no small feat. We can’t wait to 
see if RB4 can measure up to this. 


Without a doubt. Devil May Cry has the best real-time environments 
I we've seen yet From their texture to sheer complexity, you'd swear 
I they were pre-rendered, but they're not — and the whole thing 
^ moves at GOfps! 

I’i 




Dante taps into his demonic 
powers after defeating enough 
enemies. His attack power and 
health increase while in this 
mode, plus he can transform 
into a full-on demon and zap 
enemies from above. 










> This is the demon 
spirit meter. It fills 
up as Dante attacks 
enemies and, when 
fully charged, he’s 
able draw upon his 
demonic powers. 


A Tapping the R1 
button at ai^ time 
shows you how 
many Red Orbs 
you've collected. 
They're used to 
open certain doors 


Orbs (and life 
giving Green Orbs) 
are left behind by 
defeated enemies, 
but can also be found 
in certain backg^und 
objects. Dante picks 
them up by walking ^ 
near them. 


< Dante's attack 
strength increases 
when drawing on 
the demon spirit 
meter. He can also 
transform briefly 
into a demon. 







WWW.DAILYRADAR.CDM ► #46 JUNE 2001 ► 100% INDEPEKDENT PLAYSTATION MAGAZINE 


































































































































































PUBLISHER 

V’^JBro 




UJEVELOPER 


RELEASE DATE 


TYPE 


# OF PUYERS 


E5RB RATIftfG 










♦afc^ 


fflW 






ir^i^^;VAr.-^ m? 


a -. ■ ■-> ■ , . 

■i ■ ■■ -V-^S. - ‘- 






SPACE 


The characters, alien races, and 
level design of Elite Force are 
either lifted from or inspired 
by the Voyager TV series. 
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Last year's qimlity Vwager-based FPS heads to P52 




rekkers rejoice! You'll 
finally have reason to don 
your Spock ears and once 

again brave sunlight en route to game 
retailers. Along with Raven's So!dier of 
Fortune, liajesco is porting to PS2 the 
acclaimed Star Trek Voyager: Elite 


Force. While too many Voyager 
episodes are based on the crew's unin¬ 
teresting interpersonal relationships, EF 
takes a cool, loosely-based premise 
and runs with it. 

Voyager is transported mysteriously 
to a ship graveyard by the Forge, an 


alien machine that grabs ships 
randomly through space and time. 
Pitted against other transported forces 
like the Borg, Scavengers and Hirogen, 
the crew must both defend Voyager 
from being pirated and infiltrate alien 
vessels. The brunt of this duty falls on 


Hazard Team, an elite emergency 
response force that includes the 
playable character Ensign Munroe, a 
newcomer handpicked by Tuvok. 
Through a higher concentration of solo 
missions early on, and more squad- 
based missions later, Munroe traverses 




[he BUZZ 


Last year. Elite Force won over gamers 
with its cinematic storylines, well-crafted 
missions, and solid multi-player functions. 


40 stealthy and action-packed levels in 
the single-player game, which includes 
14 different enemies, voice acting, 
sound effects, and some level design 
lifted straight from the Voyager series. 

The arsenal of nine weapons is pre¬ 
dominately based on phaser technolo¬ 
gy, but the selection boasts power 
beyond firearms featured in the series. 
Between now and September, try to 
make between two and four friends, 
because this arsenal can be used in 16 
multi-player maps in split-screen. 

^ Tommy Layton 
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Major League Basebalf 2002 
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Full Name: 


Address:_ 

City: _ State: _Zip: _ 

Phone Number (optional):_ 

Email address: _ 

Send your completed entry to: HighHeat Contest c/o PSIVl, 150 North Hill Drive, Brisbane, CA 94005 

No purchase necessary. All entry forms must be complete and received by June 30, 2001 to be eligible to win. For a copy of the 
full contest rules, please send a stamped, self-addressed envelope the address above to the attention of "Contest Rules." 
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Spidey returns to your neighborhood 




he team behind the 
originai Spider-Nan on 
PlayStation, Neversoft, 

has moved onto other projects, but it’s 
left the game's sequel in capable 
hands. Due out this fall, Spider-Man 2 
is being developed by Vicarious 
Visions, the company responsible for 
Spider-Man on Game Boy Color and 
the web-slinger's upcoming Game Boy 
Advance adventure. 

This time around, Spidey's gained a 
whole slew of new moves and web 
attacks and he's definitely going to 
need them. That's because there's 
going to be a whole new batch of 
super-villains out to get him and a 
bunch of cleverly-designed puzzles to 


me BUZZ 


Spidey will have all of his past abilities, like 
wall-clinging, as well as a few new ones 
this time around. 



befuddle him. It also seems like the 
action is not going to be limited to the 
building tops anymore. You’ll be able 
to head down to the city streets and 
fight crime on a face-to-face basis. 

Barring any problems, Spider-Man 
2 should be swinging into your neigh¬ 
borhood sometime this Fall. Get your 
webshooters ready. 

^ Stephen Frost 
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Even more action than in the X-Men movie 




pparently the first Mutant 
Academy was quite suc¬ 
cessful, because Activision 


is set to release a sequel. I'm sure that 
you X-Men fans out there are Just 


jumping up and down with joy right 
now. 1 know 1 am. Details are a bit 
sketchy at the moment, but we did 
manage to sneak some interesting 
info out of the developers. Players 
can expect the return of all the char¬ 
acters from the first game, along with 
six new ones. The combo system has 
been enhanced to allow for a bit 
more variety, while an air combat 
system has been included to increase 
the game’s depth. That means we'll 
definitely be seeing some crazy 


battles this time around. The original 
title was quite lacking in this area. 
Also, six new arenas means that there 
are going to be plenty of places to 
fight in (sixteen in total). The mutant 
massacre starts this Fall, so you better 
start practicing now. 

^ Stephen Frost 









the X-men movie 



With its colorful characters and flashy 
attacks, the Mutant Acattemy series looks 
like something straight out of Capcom. 



A Sinre each character now has several new mcwes, you won't be I 
as in the first game. There's even a brand new air combat system! 
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etting itself apart from 
previous games of the 
genre. Run Like Hell will 

base its horror upon fear and terror, 
rather than shock as in the RE series. 

Digital Mayhem will try to accom¬ 
plish this task by eliciting fear through 
intense situations and the monsters 
themselves. Players will experience 
horror by having to run from an alien 
while trying to avoid obstacles; trip on 
something, and you're in a situation 
straight out of a horror flick. 
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Feariim what you do understand 


Fortunately, the influence of 
Hollywood hopes to further improve 
RLH. Interplay has employed real 
actors for the voices, including Lance 
Henriksen and Kate Mulgrew. 


Hopefully, this will help eliminate the 
cheese factor resonant in most games. 

You'll play as an exiled military hero 
who discovers that his station has been 
overrun by aliens. He must rescue his 
friends and fiance, and escape from 
the station. 

Since each type of alien performs a 
different task, players will have to 
devise creative ways to dispose of 
enemies, such as constructing new 
weapons and setting traps. 

The full 3D environment and MGS- 
type camera should never present any 
problems with seeing the action. 

Although some details are still 
sketchy, it sounds like RLH has the 
potential to be a real winner. 

> Tokoya 











lay. IS attempting to add a new/^p« 
ror to the genre* It should create 
lorror than the fff games. 





Each alien has its own specific 
attributes. Some of them will 
kill from a distance, while 
others will attempt to end you 
with hunting tactics. 
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Fend off enemies uiiih an 
arsenal of bouis and arrouts 


25 levels include casMes. caves 
volcanoes and more! 
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n ust a month after our first 
look at Grand Theft Auto 
(in last month's issue), 

Rockstar was kind enough to let us 
have a hands-on demonstration with 
the game. And after a good hour or so 
of intense playing, weVe learned some 
interesting things about the title that 
we can share with you now. 

GTA3 involves a main character 
who's trying to move his way up the 
Mafia tree by completing certain 


missions. He's also looking for a way to 
get back at his girlfriend and ex- 
partner, since they double-crossed him 
at a recent bank heist In order to do 
so, he's going to have to steal a large 


number of cars and break a lot of laws. 
Along with the great assortment of 
vehicles to carjack, there's a good 
variety of weapons to discover, as well. 
I'd have to say that the sniper rifle was 
the most interesting. There's nothing 
better than taking out a target from a 
long distance away. Another cool 
thing worth mentioning Is the "drive- 
by camera", which gives you the 
best viewing angle for taking out 
people in your car. 

The developers also have added a 
little bonus for those who run down 
pedestrians. You actually get a blood 
trail, left behind by your tires, each time 
you do it. However, since Sony doesn't 
really like that sort of thing, It might not 
be included in the final version of the 
game. We'll see this October. 

^ Stephen Frost 


the BUZZ 


VS/ 


Laige environments, plenty of exotic cars 
and well^designed missions should make 
this Uie best GTA title yet. 
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ULUNG OUT THE 


The selection of weapons in 
GTA3 is wide and varied. Aside 
from the sniper rifle, our props 
go out to his major street 
cannon, the bazooka. 
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BLOOD 
AND GUTS 

As with any Resident Evil title, 
you can expect a bunch of gore, 
blood and disturbing creatures. 
For this game, you might even 
want to keep the lights on. 
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like this AK-47. 
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|Hr"*W few months ago, we gave 
m I V you the first look at the 
^ " latest Resident Evil title for 

the PlayStation 2. Surprisingly, it wasn't 
the fourth title in the series, like most 
of you gamers were expecting. Rather, 
it ended up being a newly enhanced 
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version of the Dreamcast game, Code: 
Veronica Now, that's not a bad thing, 
because PS2 owners will finally get a 
chance to play one of the best REs ever. 

In case you didn't know, this latest 
"sequel” begins shortly after the events 
in RE2 and throws you into the worn 


shoes of Claire Redfield. You've been 
made a prisoner on Umbrella's 
research island and have to figure out a 
way to escape and find your brother. 
And as expected, you'll come across.a 
rather eclectic group of characters, 
some of which may even help you out 
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As we previously reported, Capcom has 
gone in and made some graphical 
enhancements, but they aren't that 
major. I did notice some general 
improvements in certain areas and 
buildings, and some of the characters 
have had some work done on them. 
Fans can expect a bunch of additional 
cinematic sequences (around 10 
minutes worth), an expanded storyline 
and the inclusions of some new 
weapons and modes. 

All in all, it's not quite RE4, but still a 
great addition to the PS2 library of 
titles. Those of you who never got into 
the Dreamcast should seriously be 
excited about Code: Veronica X. It's still 
one of the best action/adventure titles 
ever made and we can't wait until 
Capcom sends us a U.S. version. 

^ Stephen Frost 


Yes, it is just a remake of a Dreamcast 
game, but it's also one of the finest 
Resident EvW sequels ever! 
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UPGRADE OR DIE 

Dennis will find a number of 
upgrades for his rifle through¬ 
out the game. Using them 
wisely is key to his survival. 



mm 
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he lead character of 
Extermination, Sony’s 
upcoming interactive 

action movie, is undergoing a bit of a 
makeover for his U.S. debut; receiving a 
new, macho (though definitely out of 
U.S. Marines spec) haircut and a more 
appropriate snow camouflage uniform. 
Also, the basic silverfish-like enemies 
will take three shots to kills instead of 
two (to encourage players to use their 
one-hit-kill knife) and the amount of 
ammo hero Dennis Riley can carry at 
once has been nearly halved. 

We've spent a lot of time with the 
Japanese version of Extermination and 
have uncovered some interesting 
gameplay tidbits. For instance, the 
virus that is producing the game's 
ghastly creatures can infect your 
character as well, and if he's not healed 
quickly, he'll transform into a monster 
before expiring. The virus thrives in 
water, so running through puddles 
when infected inflicts more damage on 


your character. Enemies will crouch in 
water to power up during fights, so it's 
good to lure them away from it. 

We've also been impressed by the 
game's weapon upgrade system, which 
enables you to add quite a few special 


modules and secondary fire weapons 
to the basic rifle, and even change its 
firing mode from single shot to burst. 
Some of the additions include a 
flamethrower, shotgun, rocket launcher, 
auto-lock-on scope, and a radar for 


finding missing comrades. 

Extermination will be arriving on 
U.S. shelves this July, so expect a full 
review of the game soon. 

Randy Nelson 
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fhe BUZZ 


It'S more action-packed than Rodent Evil 
and scarier than Syphon RIten Sony might 
take survival horror to the next level. 
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PERCENT COMPLETE 



NO ONE LIVES 
FOREVER 

Meet a shagadelic secret agent! 



ne of the key factors that 
generally differentiates 
great first-person 

shooters and bad ones is the quality of 
the lead character(s). If you don't care 
about them, then you're not going to 
really enjoy the game. That's why Fox 
and Monolith have teamed up to 
create an FPS that stars a very likable 
and attractive heroine. 

Set back in the 1960s. when 
gasoline was cheaper than water, 
NOLF squeezes you into the leather 
suit and high heels of one Cate Archer. 
Formerly a world-class thief, Cate has 
now moved on to anti-terrorism and 
aids the government from time to 



me BUZZ 




A strong storyline and a well-designed 
main character will really add a lot to this 
FPS. Keep your eye on this one. 


time. For this adventure, she’ll have to 
make her way through 15 different 
missions spread out across 60 original 
levels. And she's got over 20 different 
bad guys on her tail. 

Looking at these screenshots, the 
game seems to be coming along nicely 
and we can't wait to compare it to the 
original PC version. Let's just hope that 
the developers were able to add-in 

some exclusive PS2 goodies. 

Stephen Frost 
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PRO SNOWBOARDER 


Activision takes 
snowboarding to the pros 


hile EA has now set the 
standard for all future 
snowboarding games 

with SSX, it's certainly not preventing 
other companies from trying to raise 


the bar. Activision is hoping to do just 
that with its own foray into the genre: 
Shaun Palmer Pro Snowboarden And 
just like Tony Hawk and Mat Hoffman 
before him, Shaun is hoping that has 
name will attract the mainstream 
audience that isn't typically glued to 
the front of their game console. 

Developed by UEP Systems (of 
Cool Boarders fame), Pro 
Snowboarder will cater more towards 
the arcade side of things rather than 
the sim. However, it will also include a 


large assortment of add-ons and 
tweaks, so that you can really get down 
and dirty while adjusting your board. 
Now, get on your boots and ski suit, 
because the snow hits the PS2 this fall, 
and Shaun Palmer's coming along for 
the ride. 

Stephen Frost 



With the success of kmy Hawk Pro Skater, 
we can only assume that this game will 
follow the same trend. 
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SECOND TinE'S 
THECHARn 

The sequel will have improved 
particle effects, more interac¬ 
tive environments, and real¬ 
time damage modeling to add 
urgency to your gaming. 
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ou've got to hand it to 
Rockstar. No other 
publisher has quite the 

same flair for maniacal, you're-the- 
criminal free for alls typified by the GTA 
series. So it's no surprise that for the 
sequel to Its PS2 launch title, 


Smuggler's Run, Rockstar is sticking 
with Angel Studios, which also 
developed the well-received tlidnight 
Club and is currently finishing up 
Infogrames' hotly anticipated Test Drive 
Off Road: Wide Open. Implementing 
Wide Open's massive environments for 


go-anywhere driving, Hostile Territory 
will cradle the original’s urgency and 
sense of lawlessness, along with 
important technical advances. 

The rolling hills, desert and arctic 
courses of North America will be sup¬ 
plemented by two foreign venues in 


the sequel's mix of more than 30 day 
and night missions. The backdrops for 
new maps in Vietnam and Afghanistan 
will be temples and fishing towns, 
ancient ruins and war-torn villages. 
Once again various weather conditions 
will affect vehicle handling, and the 
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environments are fully interactive. 
Several new vehicles will appear next 
to traditional buggies, trucks and other 
ORVs, and all playable vehicles will 
have real-time damage modeling. 

Other improvements, like reflection 
mapping and refined enemy Al should 
complement a solid 60 fps. But one of 
the bigger pushes is for a more organic 
storyline, which integrates more FMV 
cut-scenes and cohesive goals across 
the missions. You can smuggle Hostile 
Territory to your PS2 this fall. 

> Tommy Layton 
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With more playable vehicles, missions and 
massive environments. Smuggler's ffun 2 
looks to improve on the lawless original. 
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To make things as easy as 
possible for gamers, the game 
interface is very basic. As you 
slide the pointer over objects, 
different options appear. 
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rhe BUZZ 


Luca$Arts is the leader In this genre, so we 
can't wait to see how this one ends up. It’s 
gonna be fun to play, that’s for sure. 
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For some strange reason, she's been 
declared dead, the Govenor's mansion 
has been scheduled for demolition and 
her long-time political opponent, 
Charles L Charles, is after her job. 
While Elaine tries to get her life back in 
order, Guybrush is sent on an errand 
that catapults him into an adventure 
to prevent the destruction of the 
Tri-Island area. 

With its clearly unique visuals, 
charming storyline and crafty chal¬ 
lenges, Escape from Monkey Island 
could very well put LucasArts back on 
the console map. We'll have to see how 
well the game transfers over to the 
PlayStation 2. If done successfully, we 
could see a string of past titles heading 
over from the company vaults. Maniac 
Mansion on PS2, anyone? We'll see. 

Stephen Frost 


hile LucasArts' general 
track record on the 
console side isn't the most 

stellar, there is one genre that the 
company is a master of: graphic adven¬ 
tures. From Sam and Max to Full 
Throttle, the company has shown that 


it has both the creative Ingenuity and 
artistic wizardry to create memorable 
stories and characters. Escape from 
Monkey Island is but another example 
of this. For the first time ever, console 
owners will actually get a chance to 
see what all the hoopla is about. 


To say that the storyline behind Escape 
Is far from normal doesn't really do it 
justice. Guybrush Threepwood, our 
hero from the past three Monkey 
games, has just returned from his 
honeymoon with his new bride, 
Governor Elaine Marley-Threepwood. 

































































































































































































•iT-'tv/r^-i'^-'S-jj'-: 


mWM 


a va i I a bl e^jaW d i g i t 






Hn-LT^fi* r 



iL 

Sii'’'S ■ i 

g 







j 




sF'T 




Ki 












































































































































































































































































































































































, guides and cheats that 
make you a winner 
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Don't grab the health that you initially encounter 
until you really need it. Shoot the balls under¬ 
neath the two hovering objects first. Directly in 
the center are four sparkling blue objects; shoot 
these out. You'll have to shoot one more after 
this; it resides directly in the middle of its face. 
Don’t worry about taking damage too much. But 
if you're having difficulty, try using thecloak. Now 
snipe the guy controlling the monstrosity. 
When he jumps out, use your cloak and begin 
attacking him with your super machine gun. 

he slams the ^ ' } 

ground,^ jump up ; | 


078 


SELEa 


STRATEGY 


I THE 5PHE._ _^ 

The first thing that you must do is shoot out the 
lights on the outside of the sphere: but, watch out 
for the beams of light that are exposed, since 
they’ll cause you serious damage. Once this is 
complete, shoot the inside of the ball through the 
holes where the light is coming from. Jump and 
try to avoid being hit as much as possible; watch 
the ball's movement and try to anticipate where 
the beams will be shining to avoid damage. Whiie 
you are doing this, constantly fire your weapon. 
You may not be unable to avoid being hit all the 
time, but if you at 
least try to dodge 
the beams and 
remember to 
constantly fire 
your weapon, 
you shouldn't have 
any problems. 


Blast him a couple times really quickly before he 
activates his shielding ability. Once his shield is 
activated, you are going to have to disable it Do 
this by flicking the two switches at opposite ends 
of the room, and then press the red button,You'll 
ntoice that at the far end there is a transporter. 
Use it to return to the other switch quickly. After 
you do this twice, throw atomic toast at him. But, 
pay close attention to what he attacks you with. 
Although the bombs are easy enough to evade, 
the exploding rockets are tough. Try to stay out of 
the vicinity of the 
explosion, but if 
you're caught, try 
jumping the 
shockwaves. You 
should be able to 
pick him off quite 
easily now. 
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Tips And Bosses 


Level <1 
CheckpoinI A 

Destroy the white balls firing 
at you, and then activate the 


first fan, which provides lift to 
the next section. Once you've 
gone as far as you can, fly 
onto the platform encircling 
you. Now you should see a 
bunch of green and black 
glowing balls. Shoot one to 
make a platform appear, and 
then jump onto it; do this one 
at a time to reach the stable 
fan platform. On the second 
set, shoot the second ball 
above you from this fan 
platform. Jump onto it, and 
quickly jump to the next fan 
platform. However, you'll 
have to return and jump on 
the first and third disappear¬ 
ing platforms to access a 
future switch. 


Shoot the floating balls 
moving up and down to stop 
them and make them move. 
These balls provide you lift so 
that you can rise to the top. 
Stop them in an order that 
lets you reach the next stable 
platform. Once there, shoot 
them again to make them 
move. Repeat this process 
until you're at the top. Also 


keep in mind that you can 
stand on the top of the 
wooden rims above these 
platforms. 

Checkpoint E 

Simply get the reflecting 
sniper bullets hovering in the 
air to the left or right. Grab 
them and then hit the purple 
targets on the wall opposite 
of you a few times; this will 


hit the glowing blue balls, 
extending the piece of 
bridge. Jump on to it. 

Level 7 
Checkpoint A 

Just run away from this mon¬ 
strosity. At the fork in the 
road, run to the right and 
enter the door. Once you 
obtain the bouncing sniper 
bullets, stand on the pink 
hexagonal object on the floor 
near the entrance. Go into 
sniper mode and hit the other 
hexagon above the area 


telp you'll 
^as 

bosses. 


where the last glowing ball 
resides. To actually hit the 
glowing ball, stand just to the 
right of the large hole directly 
in front of the wall withhold¬ 
ing the glowing ball. Get as 
close as you can to this wall 
with the hexagonal object just 
barely in sight. Go into sniper 
mode and FIREf 

CheckpoinI C 

Around the periphery of the 
room are small indentations 
in the pillars. Inside lie the 
I glowing green balls. Shoot 


these out with your sniper 
helmet and destroy the sub¬ 
sequent enemies that appear. 
Now collect the items at the 
platform in front of the 
entrance. Do this until you've 
shot all of them. 























































































































































































































































































































































































































































































Level 3 
Checkpoint D 

Get the fish bowl and put the 
fish into the grate above a 
small pool of water in the 


center of the previous room. 
Watch out for the spiked balls 
and the giant fish swimming 
around. Wander the corridors 
until you find the red button. 

Checkpoint E 

When you start to get sucked 
out place the fish bowl on 
your head, and then quickly 


select the duct tape. As you're 
sliding, combine the magnets 
with the duct tape. 


Level 6 
Checkpoint A 

You have to push the buttons 
in a specific order. The first 
one is very high, on a red 
piece of construction. Hop on 


the pipe near the purple 
door. Hop on the rest of the 
pipes, without hitting any 
buttons, until you get to the 
pipe with a ladder spot. 
Climb up and hit the first 
button. The second one is 
closest to the yellow door. 
The third is near the green 
door. The final button is in 
the middle. 








Checkpoint B 


room under the floor The 
red circle indicates the 
Jump the Platforms. To deac- I button you have to press, 
tivate the bomb, hit the 1 Follow the hose from the red 
button directly to your left 


first. The second one is 
directly across from this one. 


Turn around; hit the button to 
the left of the second one. 
Now hit the last one. 

CheckpoinI C & D 

The only way to understand 
the pattern is by looking at 
the blue glowing base of the 
bomb in the center of the 


circle to the button to find 
the correct sequence. 

Level 9 
Checkpoint B 

This isn't too difficult to get 
through, just a little tedious. 
You need to hit several plates 
in order to open the secret 
entrance which houses the 
part you are searching for. 


Note that when you re 
near a plate and can’t 
seem to find it, a little 
poop alien will appear. 
He'll point you in the 
right direction. 

Checkpoinl C 

The object is to lead 
the alien to the saw 
below. To do this, you 
must press the blue 
rectangular panels on the 
floor, which opens up trap 
doors. Press the left one first. 
For the second level, hit the 
right floor panel. However, let 
him hit the grey wall and 
walk the other way before 


allowing him to fail to the 
next floor. Finally, let him run 
into the wall and turn around 
on the third level before 
letting him fall. To force the 
alien to the last floor, just get 
off of the third panel ASAP. 
Do this until the vial in the 


center of the room is full. 


Checkpoint C 

The first button is given. The 
answers to rest of puzzle are 


as follows: row 2 - right; row 3 
“ middle; row 4 - second from 
right; row 5 - last on the left. 

Checkpoint F 

Before you step on the yellow 
button, look up. You'll see a 
series of red buttons on the 
ceiling which correspond to 
the buttons on the floor. Step 
on the yellow button while 
watching the ceiling. The 
ceiling buttons that light up 


are the buttons you need to 
press. When you return to the 
booth, you'll see three aliens 
inside. Throw pumpernickel 
inside three times to launch 
each one out. 








BOSSES CONTINUED > 



Grab the plutonium behind one of the boxes 
on the right side of this room, and quickly drink it 
to transform yourself into Hyde. Climb the boxes. 
When you are at the top, a line of red dots will 
appear leading you to the boss, jump on top of 
Balloons for Brains. Get the plutonium from the 
same spot and repeat this process three times. 
This will knock out his shield, at which point you 
can start shooting at him to cause damage. Once 
he falls to your elevation, just smash him with the 
atomic toast until he is dead. If you need to refill 


The hardest part about fighting this boss is finding 
him. On the back wall, you'll find a jet pack fuel. 
Inside the ship, which is on the top platform, 
you'll find batteries, which should respawn; grab 
them when you need them. If possible, shoot the 
enemy from the bottom platform with the blue 
ball, while he is walking around on the narrow 
platforms above. If you have more than 50 HP, a 
great place to deal lots of damage is actually 
inside the ships. Although you’ll also take consid¬ 
erable damage, it’s worth the risk. Be aware that 
when the enemy 
dog activates his 
shield, you can't 
hurt him. However, 
just continue to 
shoot at him, and 
it will eventually 
disappear. 


In the first part of this grueling battle, shoot out 
his red eyes a few times. However, be sure to 
dodge his hand attack, and jump the shockwaves 
that follow. In the next part, just shoot the boss's 
hand that is holding Max with the Sniper. For the 
final part, let the boss walk in front of the large 
joysticks, and then quickly shoot the blue part on 
top of the stick. This causes a large electrical 
beam to emerge and severely hurt the boss. His 
laser attack should be easy to dodge. When any 
enemies appear on the platform, dispose of them 
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Level 2 

Using the Rocket pack is a bit 
tricky. Fill it up and ascend 
one floor. Destroy the Laser 



cameras. You may have 
enough fuel to reach another 
level, but when you're near 
empty, return to the fuel 
station and refill. As for the 
fuel stations in the air, hover 
near them until you're ful!, 
and then proceed up. 

Level 5 
CheckpoinI' A 

Shoot the floors in the 
beginning to gain access to 



the rest of the level. 
Throughout this level, there 
are a number of other floors 
and wails that lead to new 
areas. Keep an eye out for 
cracks, and the like. 




^1^:? 









Checkpoint B 

Behind one of the green larva 
containers, you'll find a 
control panel. Blast it out to 


access the platform that will 
that will allow you to reach a 
higher floor. 

Checkpoint C 

In the vents, some of the 
doors can be destroyed; do 
this until you find the room 
full of the large aliens. Collect 
the items quickly and find the 
exit. The exits are usually vent 
shafts with grates covering 
them. More often than not, 
you'll have to climb boxes to 
reach them. Eventually, you'll 
encounter a room with a 
cracked door and light 
emerging from it. Destroy it. If 
you have 90 HP or more, you 
can fall down; otherwise, use 


the platforms. The last part of 
this level is quite tricky, but 
possible. You'll notice that the 
fuel pump will begin to move. 
Follow it across the pit of 
slime. On the other side, it will 
stop at a brown, vertical tube 
with red around the rim. 
Ascend inside of it. 

Level 8 
CheckpoinI B 

Go to the middle ball in the 
center, where there's an 
encircling row of blue lights. 
From here, jump onto the 
green platform moving up 
(since these platforms don't 
stop moving, Jump onto them 
Just before they move down 
as far as they can). When you 
are at the highest point, turn 
right and shoot the green 
lights encircling the tube next 
to you. Immediately turn left 
and hit the red lights. Get 
back on the center ball and 
do the same for the blue 
platform and lights. Now a 
huge pit will open up. Go to 
the bottom floor and stand 
above the pit. You should be 
able to see a piece of the 



brown floor remaining. Use it 
to Jump as far as you can 
directly across. You should 
hit a platform a little ways 
down. Finally, Jump out onto 
the antenna. From here you 
can see that the platform is 
actually a tube. Carefully 
Jump in. WOW! 

Checkpoint C 

Note that when you move 
forward while jetting you 
move higher much faster than 
Just jetting in a straight line 
vertically. Use this hint to 
ascend up this tower Once 
you get close to the long 
narrow antenna-looking 
object way up, Jump onto the 
platform at its end with 
health on it (the antenna 
should be directly above you). 
Now fly as high as you can 
towards the metal plates to 
your left that are going in and 
out of the tower Be sure 
when you land on it, you'll 
land with 100% of your fuel. 
From here, fly as high as you 
can to the right towards the 
next antenna platform. When 
you run out of fuel, fall for a 
little to recharge your pack to 
about 50%. Until you get to 
the platform, use your rocket 
pack a little to about 25% 
and let it refill to 50%; this 
should allow you to hover 
high enough to reach the 
platform. Note that the rest of 







these platforms aren't stable, 
so make sure that when you 
land on them, your fuel is 
near 100%, Immediately go 
to the next antenna platform. 
Do this until you see some 
more metal disappearing 
platforms a bit higher. Use 
them to reach the thin object 
that's almost shaped like a T 
On top of it is a stable 
platform. From here you can 
see a large electrical tube. Go 
inside of it. 

Checkpoint D 

Inside this cavern, fly towards 
the natural stone pillars 
without worrying too much 
about the enemies. When you 
get somewhat close, start 
shooting them. They will 
explode into stable platforms. 
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; SCHVtfAWG SCHWliG^S^IP 171 

In order to dispose of this Schwang Schwing's 
Ship as quickly as possible, snipe all of the 
glowing round balls on its outside. However, as 
you're trying to do this, Schwang Schwing's Ship 
will try to shoot you with its gun and hit you with 
severe explosive weapons. Just dodge the gun 
weapon and try to get as far away from the 
impact spot of the bomb as you can. Again if 
you're caught in the bombs vicinity, try Jumping 
the subsequent shockwaves to avoid damage. 
Also, numerous enemies will appear to put you 
to rest. Dispose p 
of these before 
returning to your 
fight with the ship. 

Once you nail all of 
the glowing balls, 
the ship will fall 
and crash. 



; SCH VmMG;^Hl!iGS JBl 

Beating Schwang Schwing for the last time will be 
quite a challenge, since you have a very short 
time limit. The trick to killing him quickly is setting 
him up in the traps placed around the walls. 
Except for the canisters, ail of the traps can be 
activated by a red switch that lies next to them. 
When the boss floats in front of one of the traps, 
fly to the button and land on it to drill the boss. 
For the canisters , Just wait until the boss is in 
front of them, and begin shooting at them. This 
will cause an explosion, which deals significant 

damage to him. g- . . 

This should nearly n' JBlifrff T 

him, but he'll 


ZIZZY BALLbOBA ( 


FINAL BOS5 


have a little bit 
of energy left. 
Just shoot him 
with bullets until 
he's dead. 



Use Doctor Hawkins. Grab as many Fizzy drinks 
as possible from the outside. Once you start 
fighting the boss, shoot as much atomic toast at 
him as you can. When you deplete his energy, 
he'll suck you inside his body. Now attack his 
internal organs. Get the plutonium on the 
periphery. Jump on the lip of the hole where the 
large bubbles are emerging, and then Jump onto 
the ledge. Turn into Hyde and ride on top of the 
large bluebells. Start attacking organs. You should 
be able to hit all of them except one. Shoot two 
large brown pieces way up high; this will cause his 
eyeballs to fall to the ground. Shoot one of each 
into each of the small holes where the tiny 
bubbles are emerging. Ride the large bubbles up. 
Right before the bubble pops, Jump down 
towards the heart and hit it again. When spit out, 
attack from the outside until he sucks you in 
again. Then continue your internal war. Congrats! 
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Animated Violence 
Mild Language 


"4 out of 5... a great PS2 action game 
realistic and action packed than Metdi Gedr 
Solid,. lUinbdCk is the perfect luarm-up for 
those aching to get their hands on MGS 2” 

-OffiGidl U.S. PldySfdGon Magazine 


more 


"llJith its James Bond-stgle storgline, smooth 
framerate,and highlg detailed characters, this 
title should be a big hit... Rod considering Metal 
Gear Solid 2 doesn't hit until ne«t Fall, this 
could uerg uuell end up as the title to fulfill 
all gamers’ needs to bloiu things up.” 




“Ihinback is definitelg one of the better PS2 
games out there noiu... prouides an adrenaline 
rush that has get to be matched bg ang other 
game on Song's neiu machine.” 

“ EleGtronio Gaming Monthly 
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Have you seen everything in the demo? 


he lietal Gear Solid 2 demo is so fun that It's better 
than most full PS2 games. Chances are you've already 
logged long hours playing it, but we bet you still 
haven't seen everything. Check out what you may have missed! 


Camera Fun 


While on the title screen, simply move the 
right analog stick around to rotate the 
camera and check out more of the bridge. 
Also, during Codec scenes, you can move 
Otacon's and Snake's heads around by 
moving the analog sticks. If you move the 
analog sticks while holding the different 
shoulder buttons, you can zoom in and out 
of their faces. Bizarre! 


Lower Your Cun 


If you aim your weapon, but then decide 
not to shoot, release the button very lightly 
to lower the gun - it's analog sensitive. 


Toss ’Im Overboard 


There is a gated area on both the left and 
right sides of the ship, which is marked by 
a white chalk outline. If you drag a guard 
into the gate, a cinema will take over and 
you'll toss 'im into the drink (which is sur¬ 
prisingly satisfying,..). 


Crouch for Heaifh 


At any time, you can slowly regain health 
by simply crouching and remaining still. 
This technique will only get your life meter 
back to being green, however 


Locker Foolishness 


While inside of a locker, you can press R1 
to peek through the grate. Don't forget that 
the button is analog — hit it too hard, and 
Snake will slam his head against the door. 

Also, you can knock the doors off of 
lockers with repeated punches and kicks 
(although you can’t hide either guards or 
Snake in a busted locker). 


Kiss fhe Girls 


In the room filled with lockers, you'll find 
posters of sexy girls hanging inside the 
doors of two of them. Go inside the locker, 
look at the girl and press R1 — Snake will 
make a "kissing" sound! Also, if you look at 
the poster while the door’s open, give 
Otacon a call for a hilarious message. One 
last thing: press your back against the open 
door with the poster of the girl in the 
yellow bikini, and without a weapon in 
hand, "knock" against the locker. If you 
happen to hit a certain, ahem, "area”, 
guards will come after you, you pervert! 


Over fhe Gdae 


When a guard is standing up against the 
railing, you can knock him over the edge 
with Snake's "punch-punch-kick" combo. If 
you do this around the middle of the front 
of the catwalk outside, you'll see a short 
cinema of the guard falling to his death. 


Who’s There? 


If a guard gets suspicious of you hiding in 
your cardboard box, he'll attempt to look 
inside through the handle holes. This is 
pretty funny, especially if you're looking out 
of the box in first-person mode. 


Liahfs Ouf 


The two rooms at either end of the hall 
with the security camera will get noticeably 
darker if you shoot out the light bulbs. 


Makino a Mess 


There are a ton of things for you to destroy 
and interact with In the supply room, but 
you have to use the U5P to see everything. 
First make sure that everyone in the sur¬ 
rounding rooms are either dead or KO'ed, 
and don't forget about the extra guard that 
appears when you first go into the supply 
room. Once there's nobody left to hear you 
shooting, blast away at the melons and the 
sacks of flour Also, there are two boxes on 
the shelf that can be knocked over with 
two shots each, which spill fruit that rolls 
everywhere. Very cool. 


Saggy Box 


If your box gets too wet (this takes a while), 
it will start to wear down. If you take the dry 
box found in the supply room back outside 
and use it, it will soon become soft and 
saggy like the wet box found outside. Keep 
sitting around in the rain and the box will 
eventually become so soaked that it falls 
completely apart. 


Hide in ihe Darkness 


Snake is harder to see in the shadows - 
a guard can be a few steps away and still 
not see you. However, he may catch 
enough of a glimpse to investigate further 
so be very careful. 


cigarette, but if you let him puff away for a 
minute or so, he’ll stop losing energy. Also, 
smoking has the same effect as Diazepan 
in that it slows Snake's heartrate and 
helps him aim better. Finally, puffing 
smoke is an alternate way to help you 
see laser tripwires. 


Make ’Im Dance 


This bit is covered in the game's tutorial, 
but can still be tricky to pull off at first. First, 
"hold up" an unsuspecting guard by pulling 
your gun on him from close behind, then 
hold down LI to move with your gun 
drawn. Go around to the front of him, then 
aim at either his head or his crotch repeat¬ 
edly. He'll get so worried that he'll start 
dropping items! Whatever you do though, 
don't drop your gun or he'll radio for 
backup and start attacking. 



The Trouble With Bluffin 


You can use your gun to hold up a guard 
even if you don't have any ammo, but if 
you move around in front of him, he'll 
eventually notice that you don't have a clip 
in your gun and the crap will hit the fan! 



CelKn’ Mess 


First, hold up a guard and then move 
around in front of him. With your USP 
(make sure no other guards are around to 
hear), blast him in his limbs. When you hit 
an arm it will drop and shake, and he won't 
be able to use it for anything. If you shoot 
a leg, he'll limp, or even fall over if you 
shoot him in both legs. 

Finally, put your gun away and watch 
the poor guy try to limp away. If you want 


interactive, with extra stuff to shoot in 
almost every room. Any MGS2 novice 
knows that pipes and fire extinguishers can 
be shot at to cause leaks. For maximum 
shooting gallery fun though, try firing at the 
plates, pans, hanging lights and the napkin 
holders in the galley, and pretty much 
everything in the stock room. There's also a 
pulley blowing in the wind outside that 
you'd probably never think to shoot at, but 
it still reacts to being hit. 

Oh, and don't forget the stuff in the 
lounge area. You can destroy the hanging 
plasma screen, shatter the glass with shots 
from your USP, and shoot up the 
magazines. If you keep shooting the 
"girlie mag" around, it'll open to a sexy 
(albeit blurry) centerfold! At the bar, you 
can blow up bottles (try using a stun 
grenade) or you can knock around the ice 
bucket, causing Ice to spill everywhere. 
Keep watching the ice and you'll see it 
slowly melt, and — even better — the ice 
that's close together melts slower! 


Washing Awau the Stains 


if blood is spilled out on the deck, the rain 
will eventually wash it away, leaving no 
evidence that you were there. 


Make Diaa Lauah 


[OF 

During your boss fight with Olga, leap over 
the railing on the left side of the battle area 
and hang. Olga will lean over and take 
shots at you until you fall off, and most of 
the time, she'll get a good laugh out of it. 

Also during this battle, if you run 
towards the bottom left corner of the 
screen and look in first-person mode, you'll 


To Ger BIG BOSS Ranking 

We've played the demo for weeks, finding the best tactics and shortcuts 
to earn the ultimate "Big Boss" codename bn Konami's tlGSZ internet 
rankini^liperd (at http://www.kcej.com). Unfortunately, we don't have 
neaf lyfenbiigh Space here to go into detail,vbut we've put up a movie 
showing our techniques at dur website (http://www.psmonline.com). Be 
sure to check it out, and good luck with your world ranking! 


Snake will slowly lose life if you light up a 


to be sure that he doesn’t call for backup, 
just shoot the radio on the back of his belt 
beforehand with your silent M9 (of course, 
if you shoot him in both arms, he won't be 
able to hold either his rifle or radio). 

You can also bust caps in fallen foes 
and paint the floor red if you want, or plug 
him with countless darts (they'll stick as 
long as the red dot of your laser sight isn't 
clipping through). It gets pretty sick! 


Smoke ’Em if!Ybu Gat ’Em 

1 

1 

Shootin’ Stuff 


The environments in this game are very 


see a catwalk and ladder that lead to 
someplace new. Unfortunately, an invisible 
wall keeps you away from this area in the 
demo. Must. get., final... game! 


Hidden Details 


There are some cool hidden details that 
you really have to look close to see. For 
example, fire a tranquilizer dart into a 
guard, and after he passes out, move 
close and zoom in on the dart with your 
Scope — there's writing on the dart! Try 
looking everywhere! 
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STRATEGY 






It is a good idea, especially with lesser hitters, 
always to take a strike at each at bat Getting ahead 
in the count will force the pitcher to either throw 
more pitches down the middle or risk walking you 
around the bases. 






Go "with the pitch" for more powerful contact. 
Learn what pitches an opponent throws and how 
each one breaks; in the PSone version, use Batting 
Practice to do this. Pulling the bail (swinging 
earlier) tends to result in greater power, while 
"going the other way" (swinging later) will increase 
your chances of placing a clean hit 


these late in a close game, where one run will make 
a significant difference, since each of these plays 
will typically reduce your chances at a "big inning" 
Execute these plays just as they do in tbs majors; 
for example, get the runner moving on the pitch 
before a bunt, have the batter swing during a steal 
attempt, or make sure the base runner is running 
while executing a “hit and run" maneuver.. 


Mix your pitches up and throw them to various 
locations to keep hitters guessing. Inside pitches 
often get pulled, which results in more power, 
while outside pitches are easier to hit to the 
opposite field for base hits. When you are way 
ahead in a game, don't be afraid to bring it inside. 
Likewise, high pitches tend to be popped up more 
while low pitches tend to be hit on the ground. 


In a close game, sacrifice bunts, squeeze plays, hit 
and runs, and stolen bases can all work well. Do 
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When you'Ye behind in the count, try to "pitch 
around" a hitter, with pitches that aren't intended 
to be strikes. This is especially useful when up 
against key power hitters, or when first base is 
open. The batter will often expect a decent pitch, 
so it's likely that he'll swing at anything, which 
will help put you back into the count Even if 
he's walked, remember that a walk hurts less 
than a tibriie run! 


Early Rounds 








It's sometimes beneficial to let a tiring pitcher face 
a few extra batters when you have a significant 
lead, "feting innings" In this way conserves your 
^ other " pitchers' strength and keep the staff, in 
gerili|iyresh for upcoming games. Also, it's never 

yiuvtMVrf 'IS .. - -■■■■•■.sSyrcjttC'wSPfe'’"*’' ■ . 

srnai:tf|b‘Use a previously-fatigued ace pitcher in 
.rilietteven to get 'ofeor two outs; this could 
rtaui^f^tigue exponentially, leaving your ace ill- 
for hjs next appearance, 


Middle Rounds 


mm 


Whi^®isme Is close,, throw a few pick off throws 

honest. Although you probably 
won't * get make him think twice 

about taking,aJarge lead 0 getting an early jump. 
If a runnetaround" a iot, it's sometimes 
best to cbnGede him a . stolen base and conceri- 
trate on the batter. However, if a,stolen base will 
Mgnifjcantly hurt you, throvv mo^ly fa$tfo;alls out of 
strike zone, where die hitter too 

much damage. The best vyeapph ^aiillta steal is 
anticipation; predict the pikh;||i^€^etrunner will 
go on, and use a pitchou|jt||"" 


The Front Office (RSone) 


A Nail the guy if you can, but at least keep him c 


A Pull the ball if you want power, just don't whiff! 


FANTASY-STYLE 
DRAFT HINTS (PSONEI 


It's Important to fill your most important positions. 
This includes getting an ace Starting Pitcher, a great 
Closer, or a super all-around player at a key 
position like Shortstop or Center Reid. The other 
key factor in choosing a player early is the skill of 
the other top two or three players at this position 
(SS or CF). Since you'll be competing with 29 other 
teams for quality players, it's often better to take a 
player at one of these positions early, rather than a 
player at a position such as First Base or the 
Outfield, which has more good players. 


A Be^selecthre aikt pick your teim wit^ 


With picks 20-25, be sure that you have enough 
pitchers (most teams want AT LEAST 11 on their 
roster), and that you won't be completely crushed 
by an injury. So, try to have decent back-up players 
for key positions such as catcher, and the infield 
and outfield. The secondary concern is picking up 
specialists who can help you in areas where you are 
weaker up front. For example, pick a switch hitter, 
a fast player, and a utility player who's flexible. After 
pick 26, you're going after “inactive reserves." 
Choose players to create a balanced backup, just in 
case your main players perform poorly, or injuries 
plague your team. So, get a few flexible pitchers 
and utility players. 


It is necessary to fill your staff with at least four 
solid Starters, two other decent pitchers who can 
start or handle long relief, and three good short 
relievers. It's ideal if these pitchers consist of 
righties and lefties. When looking for a fourth or 
fifth Starting Pitcher, it's worth it to take a chance 
and draft young, unknown players. A few statistics 
that should slightly aid in this choice are strikeout- 
per-9-innings ratio (KP9) and lots of Innings 
Pitched (IP). The pitcher may be a bit wild, but if 
he's tough to hit, he could become your new ace. 
Also note that pitchers in the Relief category may 
have enough endurance to be made a Starter. 
Finally, late in the middle round, find a player with 
speed or defensive skill, as many of the solid hitters 
will likely be gone. 


The Computer-GMs are smart It is difficult to trick 
the computer into trading a star player without 
giving up someone of value. Try checking the 
position of the player you are willing to part with, 
and look for a team with a severe weakness at that 
position. Then you will be able to offer them 
someone who they really need, and you may be 
able to get them to part with someone talented. 




1 later Rounds 
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Rescue Missions 


to ail W 

n adaitiOn, we've 


revea 




Since this is a large area with tons of things that 
can easily be damaged, try fighting all of the 
squads simultaneously. Confront one squad, and 
then Immediately fly to the next closest squad 
and confront them. Do this until you've rounded 
up all five squads; if you fly high, you'll divert 
their fire from the environment. Lead them to 
the center of the town, and begin. Finally, be 
sure to fight 
them in 
melee 
combat to 
reduce the 
possibility of 
accidentally 

shooting up ^ gn squads together 

the town. smash them. 


RESCUE MISSION RANKING To achieve an "A" 
ranking, complete a rescue mission with no civilian 
casualties and less than 10% environmental damage. 



The damage caused in your previous encounter 
with Tempest will count During your fight with 
Tempest, stay near him, and try to remain in the 
middle of the street with your back to the river. You 
should lead Tempest to the river to fight it Until 
then, shoot Tempest in the head with regular 
bullets to get it to change forms quickly. When it 
changes, hastily jet around Tempest's left or right 
side, while staying in the river area. When Tempest 
launches itself into the sky, remain in your position. 
When he descends, throw a bail attack. At the last 
second, dodge the attack. When you've disposed 
of Tempest, leave immediately so that the 
remaining squads can't cause any damage. 

In the rescue mission, confront the squad 
furthest from you (they have the Javelin passcode). 
Now jet backwards following the street along the 
ground; this will result in the Raptor's Javeli 
harmlessly hitting the ground. When you arrive 
the river, confront the other groups without 


straying too far from the trench. Drop down into 
the trench and destroy your enemies ASAR but 
don't kill the Cyclops in each squad. Completely 
destroying all of them will release two more 
squads of enemies to the north and south. Draw 
each Cyclops, one at a time, to these areas. Kill 
them, and immediately draw the newly released 
squads to the trench area to destroy them. 




actually causing damage, take out this squad, 
which should be flying just in front of you. Now 
there are six stationary groups to take out. Upon 
the destruction of four of these, four secondary 
squads will be released. Go to the middle of the 
river; you should see them all. Snipe one at a 
time and then let the squad come to you. Once 
you defeat the group, immediately snipe the 
secondary 
squad to 
draw it to you 
and destroy 
it. Do this 
until you've 
smashed the 

entire ^ Jhls is the position you'll want to 
infantry snipe from and fight at. 




hit from an enemy will destroy you. However, the 
destruction of your enemies and rescuing ail of 
the survivors is quite easy. Just seek out all of the 
squads as quickly as possible. When you're 
fighting them, just move around a lot, and use 
the jetting sword attack, which will dispose of 
them quickly. Also, since many of the enemies 
don't tend to congregate around innocent 
civilians, you 
shouldn't 
have any 
problems 
rescuing 
100% of the 
civilian pop¬ 
ulation. Go 
for it! 


▲ Smash the enemies quick, but be 
careful since your health is low. 




Immediately go for the Raptors around the 
tower, since they will focus their attack on the 
tower and not you. Encounter one or two groups 
at a time, destroying the Raptors first. 
Immediately travel to the next squad, and attack 
the Raptors again, leaving the remaining 
enemies. Now attack the Mummyheads, and 
then finally the Cyclopses. Don't worry about 
casualties 
but damage 
to the 
may hinder 
you. Be 
to draw 


enemies 
away from 
the tower 
and fly high. 


_Raptors get away 

from you; stop them before they 
cause damage. 


VERSUS 

MODE 






Simply beat the game and return to 
the main menu, where you'll find an 
option to play Versus mode. This is 
the only way to access this mode. 


UNLOCKING 

CHARACTERS ^ 

ALTERNATIVE 

ENDING THEME ^ 

Once you complete the game, all 


If you receive an "A" ranking on all 


but two characters will be unlocked. 


of the rescue missions, a different 


To unlock the last two, simply 


theme music will play during the 


complete the game once more. 


end credits. 



VOICE AQOR 
SPEECHES 




k 


Get an overall ranking of "B" or 
better, and a voice actor comments 
on your score. The ranking depends 
upon the difficulty level. 
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naps. Characters, And Tips 





Tier I 

Arena Gate 
Place of Many Deaths 
House of Pain 
I Power Station 0218 
Hero's Odyssey 



Tiers 

Arena of Death 
Hell's Gate 

Temple of Retribution 
Brimstone Abbey 
The Forgotten Place 


j Tier 3 

i Hero's Keep 
I Fatal Instinct 
1 Camping Grounds 
i Demon Keep 

j Vertical Vengeance 
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0 help you through the game, we've provided tips, 
as well as a < ^B plete list of characters and Maps. 
Let the mayheffibegin! 



Tier Tier 5 


The Nameless Place 
The Proving Grounds 
The House of Decay 
Lost World 
Arenas of Pain 


The Longest Yard 
Vortex Portal 
Space Chamber 
Evil Playground 
Final Resting Place 
! The Keeper 











Shoohng fhe Fecf when using guns that cause an 
explosion, such as the rocket launcher, shoot at your 
enemies’ feet This betters your chances of inflicting 
some damage on your opponent. If you don't, the 
rockets may easily be dodged. 

Jumping This is one of your best defensive moves. Be 
sure to jump left and right during a fight; it will make you 




your weapon, especially the Rocket Launcher. 



Learning when to run is important in this 
game. When you're out-gunned, retreat Every character 
has a unique sound they make when damaged. The 


to keep attacking. Practice to learn these indicators. 

Possession in these matches, it's best to capture 
the flag and hide behind something; this will eat up tons 
of time. Also, jumping on jump spots a lot is another way 
to avoid damage and eat up time. But don't stay on too 
long, since this makes you predictable. 

Bock Pedsling This may seem obvious, but it's 
nevertheless a very important aspect. When 


, so 

that you can see enemy fire and dodge it. Practice going 
backwards and shooting with a friend. 















Si Rocked Jumping This allows you to jump higher 

w-^ i than normal, making previously inaccessible areas 

accessible. To do a Rocket Jump, look straight down and 
fire a rocket just as you hit the jump button. Remember 
though, doing this will cause you to take damage. 


Spawn Killing Although this is considered cheap by 
some, everyone has done it. For each map, try to 
discover where the spawn sites are. Check these con¬ 
stantly for players re-spawning; kill them immediately, or 
at least before they have a chance to pick up a weapon. 






there are many thin walls 
destroyed with your weapons 


floors that can be 
your weapons at 


and other secret stuff. 


The 



A useful trick to know when you're 


a little tougher to hit In addition, if an enemy is trying to 
kill you with a Gauntlet also, and you're crouching while 
he's standing, you'll almost always win. 

kem Re- 5Pawning Getting weapons and items 
before anyone else will always help you to come out on 
top. Measure the time it takes for items to re-spawn so 
that you can simultaneously increase your strength and 
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When you encounter and defeat characters in Campaign previously unavailable in 
Arena, you will be able to play as them in Arena. The complete character list is as 
follows; Sarge, Slammer, Slash, Sorlag, Stripe, Stroggo, Tankjr, Uriel, Visor, Wrack, 
Xaero, Yuriko, Zael, Mistress, Reaper, Anarki, Angel, Biker, Bitter man. Bones, Cadavre, 
Crash, Daemia, Doom, Flisk, Gorre, GrrI, Grunt, Hossman, Hunter, ID, Keel, Klesk, 
Krusade, Lucy, Major, Mynx, Orbb, Patriot, Phobos, Ranger, Razor and Roderic. 




A There are 43 playable characters 
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STRATEGY 



THE BOUNCER 

UNLOCK BUCK-HOODED SION 

The last enemy in Survival Mode is a 
black”hooded Sion. Upon beating this 
secret Sion, you can use this costume in 
Versus and Survival modes by selecting 
Sion and holding ID+OB+CD+CiB. 

FEAR EFFECT 2: RETRO HELIX 

CHEAT MODE 

After you complete the game, start a new 
game from the save file. In the beginning, 
when Rain leaves, move to the next 
screen. Immediately to the left, you should 
see a glowing control panel. Place yourself 
next to it and press triangle. Enter these 
codes here to see some cool stuff. 


Every weapon.11692 

Infinite ammo..61166 

Big head mode. 10397 


nDK2: ARFIAOEDDON 

KURT IN HIS BOXERS 

At the main menu hold ID + cd and 
press Remove menu from 

pause screen. Pause the game and hit 

fD+ CD. 

SLOW MOTION MODE 

When playing as Max, hold CD and press 

tttt 



Input the following codes on the Help 
Menu screen: 

DO THIS FIRST: CBIDID(§)(§)@ 
Followed by: 

Mini Me.L3 R3 @@ 

Fists of Fury .R3 L3 @@ 

Behemoth..R3 (3)® L3 

invincible.R3 L3 R3 © 

Omnipotent.L3 R3 @@ 

All ammo and Hypo.®@® R3 

Win Level.L3 R3 roro 

Super Ammo.IDISfD L3 

Invisibility.ID R3 ID L3 


NBA HOOPZ 

At the versus player screen, @®@ 
change the respective three icons at the 
bottom of the screen. Inputing a certain 
order will result in wacky codes. The 
numbers listed indicate the number of 
times you must press one of the three 
buttons. After this, use the D-pad and 
press in the direction listed to activate the 
code. If done correctly, you'll hear a 
sound and the code inputted will appear 
at the bottom of the screen. 

Granny shots.l 21 ^ 

Show shot %.Oil ^ 

Big heads. 300-> 

Tiny heads. 330 4 - 


Tinyplayers.543 ^ 

Show hotspot.1 1 04 ^ 

Infinite turbo..31 2 f 

Beach court.023 4 - 

Streetcourt.320 ^ 

Nogoaltending.444 ^ 

No fouls.2 2 2 

No hotspots. 301t 

Home uniform. ..01 4 

Away uniform.0 2 4 

ABA bail..Ill 


DOA2: HARDCORE 

To get first place in ranking, or to obtain 
every item in the item gallery, go to 
survival mode and pick Jann Lee. When 
the fight starts, push the eject button to 
open up the tray. You should fight two 
enemies. After the second one, nobody 
else should appear, and the fast 
opponent should just lay there. Stand 
next the the opponent and press down 
and circle at the same time. This will 
cause items to appear. 


NASCAR 2001 

CHEAT CODES 

Go to the main menu and choose 
Options. Select the Credits option and 
then Development. While the credits are 
rolling input the following codes. 


Asher Boldt...Hold ID and press: 

KC Monoxide...Hold ID and press: 

Shorty Leung...Hold m and press: 

Jocko Micaels...Hold ID and press: 

®®®®®® 

Treasure Island Track...Hold ID and 
press: ®@® ^^^4^ t <-->® 

Proving Grounds Track...Hold ID and 
press: 


KNOCKOUT KINGS 2001 

In career mode, 

input the following 

names to unlock 
boxers. 

a series of secret 

MECCA . 

. Ashy Knucks 

MRBARRY . 

. Barry Sanders 

OSUNA... 

. Bernando Osuna 

HATCHER. 

. Charles Hatcher 

ZITO. 

. Chuck Zito 

BOSTICE. 

. David Bostice 

DEFIAGBN. 

. David Defiagbon. 

DEMART. 

. David DeMartini 

JGIAMBI__ 

. Jason Giambi 

BAILEY . 

. Joe Mesi 

JBOTTI. 

. John Botti 

JRSEAU . 

. Junior Seau 

SBATISTE. 

. Muhammad Ali 

OWNOLAN . 

. Owen Nolan 

AUSTIN. 

. Ray Austin 

STEVEF . 

. Steve Francis 

NELSON . 

SECRET MOVES 

Illegal head butt 

. Trevor Nelson 

Hold CD+cs and press ® 

Illegal low punch 

Hold OD+GD and press ® 

Illegal kidney punch 

Hold GD+fiS and press ® 

Illegal elbow 

Hold GD+GB and press ® 

ARMORED CORE 2 


Beat Ares, the top AC, in under 30 
seconds at the Abandoned Highway. 


HEAD; ZHD-MO/EGRET 
CORE: ZCL-XA/2 
ARMS: ZAN-202/TEM 
LEGS: ELN-02A 

BOOSTER: ZBT-H4/T 
FCS: DOX-ELENA 
GENERATOR: GPS-BVX/IO 
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Comm t^flonth 



S fsmck 4 select > X Hai^ 


SniA miS: SIARFIGHW 

dbt^nihg gold lit^ali for eveiything In this ^me is tough. Just bypass all 
this with the fQllc^in^ 

OVERSEER . .. V . -i. .. unlocR everything except the bonus multi-ptayer missions 


OTHER COOL CODESy 


SECRET SPACESHIP 

BLLIENSR..un[ock a secret spaceship 
for the Bonus Missions 

BONUS MULTI-PLAYER MISSIONS 

ANDREW...un!ock a two-player Canyon 
Race game and Capture the Flag game 

HIDDEN MOVIE OF JAMES 

JAMEZ... access secret movie of James 

SPACESHIP AND CAST PICTURES 

HEROES...un!ock a spaceship and 
pictures of the cast 


ENEMY SHIP GALLERY 

SHIP5.„unlock a gallery to checkout all 
of the enemy ships 

PRE-PRODUCTION ART 

PLANETS...unlock concept art of stuff 
that may not have made it 

PICTURES OF SIMON 

SIMON..to checkout Simon, input this 

VIEW DEVELOPMENT TEAM 

TEAM... check out the crazy developers 
by entering this one 

DEFAULT SCREEN 

SHOTS, SIZZLE, HOTEL..why this code 
is here, we have no idea 


RADIATOR: RRX-COT-GKIO 
INSIDE: 

EXTENSION: ZEX-RS/HOUND 

BACK UNIT: (BOTH) EWX-WS241 

ARM UNIT: (LEFT) - 

ARM UNIT: (RIGHT) ZWF-S/NIGHT 

OPTIONAL PARTS: (OUT OF 21 SLOTS) 
SP-BE++ 

SP-BFS/LOSP 

SP-ENE-ACC 

SP-ECM-JAM 

SP-VIECH 

Grade: great 

Overall score for AC: 35820 
Price: 767500 


SUPERCROSS 2001 

Enter the following codes at the Options 
Menu at the code entry screen to unlock 
the follwing cheats and secrets: 

RIDERS 

Harry Bigfoot.MMMSQUIRREL 

Spitt Polish.THREEPIECESUIT 

Smitty Sugarlegs.ENDZONEDANCE 

Sarcophagus.PYRAMIDSCHEME 

MR-34 Robot.METALDUDE 


Some Guy.WHOSTHAT 

Space Overlord.BUNGAVEE 

Moto Samurai.HONORFIRST 

Happy Smiley.HAVEANICEDAY 

Dr. Inviso.LOOKMANOBODY 

Bones.MARROWMAN 

The Scotsman.PLAIDROCKS 

Freedom Fighter.AMERICAN 

EA Guy.EASPORTSRIDE 

EA Chick.LETSGOEAGAL 

Ecko Rider.WWWECKOCOM 

E! Luchador.MASKEDMAN 

Dave Davis.MACKDADDY 

David Bailey.IRONMAN 

Roger DeCoster_9XBELG1ANCHAMP 

Johnny O'Mara.... 4XUSMXDNCHAMP 

SECRETS 

Launching Pad Track_OSSFMOGLFM 

Riverbed.OTRATTWTGHWG 

Washougal Track.WMXPLIBWWA 

Freestyle.SHOESANDTRICKS 

Parts Unlimited 

Championship.NUTSANDBOLTS 

Wrenchead 

Championship_SUPPLIESONLINE 

FMF 

Championship... NEEDNEWEXHAUST 
Scott 

Championship,. THROWMEGOGGLES 

Unlimited Turbo.NDFSPD 

Unlimited Clutch ....... UNLIMITED PC 


Invisible Riders.NORIDERS 

Invisible Bikes...NOBIKES 

UnlockJoke Riders.JOKERIDERS 

Explosive Text 

(Freestyle Mode).EXPLODE 

Rider's Weaknesses.lAMWEAK 

Short Track Barriers.LOFENCES 

Unlock Astro Nut.ONESMALLSTEP 

MOVES usr 

Back Flip. 

NoseWheelie . 

Gorilla Thumper 
Mulisha Air .... 

Hart Attack_ 

SECRET RIDERS 

Hottub Harvey.HARVEYSAYRELAX 

Billyray Mudmullet POSSUMPANCAKES 

Agent Albert.PEANUTBUTTER 

Bob Page.FORTYFOUR 

The King.SIDEBURNS 

The Clown.POLKADOT 

The Zombie.LOVESBRAINS 

The Hippie.MELLOWOUT 

Supercross Avenger.... TRIPLELEAPER 

OMIilUSHA WARIjORDS 

UNLOCK THE PANDA SUIT 

Obtain 10 or more Flourites in the game, 
complete it, and you’ll receive the Panda 
Suit for Samanosuke. When you restart, 
select Samanosuke-Extra to play to get 
the suit If you press IS, the bear head 
will be removed. 

THE FLOURITES 

The Vision Staff, which can be found near 
the Bishamon shrine in the West Area, is 
very helpful in locating Flourites. As soon 
as you possess it, the rare items will 
shine, making them much easier to spot i 
However, you'll have to find the first nine ^ 
on your own. Below, you'll find a list of 
every single Flourite in the game. 


1. In a small alcove with brown doors 
close to the Seiryu Vol.l. 

2. Just after tyou defeat Osric, break a 
few pots and search the floor under 
them to find the Flourite. 

; 3. In the Keep, after meeting Kaede and 
: Yumemaru, you'll find the Flourite in 
cupboard over the treasure box. 

4. On the top level of the Keep, go 
through the room that is past the red 
magic doorway on the walk. Go through 
the next room and the Flourite is under 
the stairs near the treasure box. 

5. After the scene where Tokichiru 
leaves, go to the upper rpart of the 
Keep. The Flourite is hiding directly 

i across from the Seiryu Vol. 2. 

6. In the Keep Underground,go to the 
second hall of red samurai encased 
in glass. In the left corner you’ll see 

> the Flourite. 

i 7. In the torture chamber you’ll find a 
i Flourite inside the iron maiden. 

; 8. When playing as Kaede in the west 
^ area, you'll encounter a secret room, in 
; front of the Buddha statue is a Flourite. 

9. In the same area as the last flourite, 
you'll step into a room that's on fire. 
Through the door left of the entrance lies 
a narrow staircase. Next to it is a heap of 
barrels, where you'll find the Flourite. 

10. In the West area, the Flourite is just 
outside the door after obtaining the 


Vision Staff with Samanosuke. 

11. You can find a Flourite on the hill with 
i the sled just outside the castle In the 
i west area. 

j 12.Ybu'll discover a blinking Flourite on 
your way to the room with the statue, 
where you got the Matchlock. 

13. In the East Area, on top of the roof 
you can see a bell. In the walkway encir¬ 
cling the bell is a Flourite. 

14. While using Samanosuke, you can 
find a Flourite on the pier just past the 

i Magic Mirror room in the East Area. 

5 15.When you start using Kaede, you'll 
; enter a shrine in the east area past the 
locked door you pick. The Flourite lies on 
the ground to the right of the door. 

16. When playing Kaede in the East Area, 
ascend a ladder at the Magic Mirror room 
of the bridge house. Destroy the crates 
and you’ll find find another Flourite. 

17. While playing as Kaede in the same 
area, there's another Flourite on top of a 
chest in the room where get the last book 

i ofSuzaku, 

18. You can find this Flourite in the sixth 
level of the Dark Realm. 

19.1n the Eleventh level of the 
Dark Realm you can find the next to 
last Flourite. 

20. The final piece of Flourite is in the 
Seventeenth level of the Dark Realm. 

i UNLOCK ONI SPIRITS 

S By collecting 20 Flourites and then 
j complete the game, the mini-game, Oni- 
Spirits, will be available. 

BEAT THE ONI SPIRITS GAME AND 
UNLOCK AN ARSENAL 

Beating all 12 levels of the Oni Spirits 
mini-game, you’ll unlock a mode that 
allows you to start a normal game with a 
bunch of unique items. In addition, you'll 
receive the Bishamon Sword, unlimited 
arrows and Bullets, and 99 Soul 
Absorbers. Finally, any magic used in 
battle will return after the attack. 

THE GRADING SCALE 

The game provides players a grade based 
on a series of points. A perfect score is 
30. Obtain 30 points and earn an S, then 
Kaede will get a special costume. 

TIME TAKEN 

0 to 3 Hours ..10 points 

3 to 4 Hours..7 points 

4 to 5 Hours.5 points 

5 Hours +.3 points 

NUMBER OF DEMONS DESTROYED 

0 to 399.3 points 

400 to 499.5 points 

500 to 599.7 points 

600 +.10 points 

NUMBER OF SOULS COLUaED 

0 to 34,999 .3 points 

35,000 to 44,999.5 points 

45,000 to 54,999.7 points 

55,000 +. 10 points 

POINT BREAKDOWN 

0 to 9. 

10 to 17. 

18 to 24. 

25 to 29. 

30. 




D 

c 

B 

A 

S 


yWWW.DAILYRAOARXDM ► #^6 JUNE 2001 ► IQD% INDePENDENT PLAYSTATION MADAZiNE [^Qf^ 













































































The answer to your question is 
just a letter or an e-mail away 



PSM Letters 150 North Mill Drive Ia^jp i 

c/o Imagine Media Brisbane, CA, 94005 USA psm@imdgineniedta.com. 



A Jason Hurtada poses a good question: does Capcom milk its to indeogame franchises too 1^? 


STEVE; 1. While I hate to 
agree with you, Jason, I 
have to. Capcom is one 
of those companies that 
seems to milk its fran¬ 
chises a bit too much. 
However, they aren't the 
only ones guilty of that 
— I could make a long 
list. Fortunately, they 
are finally starting to 
come around with new 
franchises like Onimusha 
and Devil Nay Cry, and 
perhaps even a new 
type of Street Fighter. 
That should hopefully 
keep things a bit fresher 



2. Also, I was wondering if you have heard about 
any World War II strategy games coming out for 
the PS 2? Not like Medal of Honor, but more like 
a Kessen-st^le strategy where you command 
troops and lead them into battle. I think that if 
they put enough time into development and 
played around with the PS2's amazing graphics, 
leading tanks and other assorted WWII 
equipment into battle would be quite an amazing 
and successful game. Any hopeful news for a 
possible WWII PS2 game? 



o.ua-'.TjrJS 




The Well Wenl Dry 

1. Why does Capcom sell out its most popular 
series? From Mega Man, to Street Fighter, to 
Resident Evil, all clog the market with useless 
"extra” versions that offer little or no replay value, 
yet Capcom continues to "dry up the well" so to 
speak. Capcom continues this practice instead of 
concentrating on making new franchises. 

2. When will we see FREE console internet 
gaming? I have been playing NFL 2k 1 on seganet 
and have to pay for it. With what the man pays me, 

I can't spend money like water. It's not fair that we 
(console gamers) are still in the stone age in terms 
of internet gaming. 

Jason Flurtada, lethal doze@survivalhorrorcom 


2. What do you mean by "free”? Online console 
gaming is free now, you just have to have an 
ISP. The same scenario is in the PC world. There 
aren’t fees for most games, like Diablo or 
Warcraft. However, there are certain titles that 
you have to pay a monthly fee for as well as 
your ISP fee. fverQuesf is a perfect example of 
this. Just be happy that Sega didn't charge any 
extra fees to play their games online. 

Cute and Combal' 

1. I've heard that there will be a price cut (around 
$85) for the PS2 in Japan, and most recently I heard 
of a price cut in Europe to help compete with the 
upcoming Xbox launch. I was wondering if you know 
how much the price cuts will be exactly over there, 
and if there is any news on a price cut in the States? 


Ben Walters, Iacrosse96@hotmail.com 

RANDY; At this point, the PS2 price drop for 
Japan is just a rumor — we hope to hear 
more firm details soon. Historically, Sony has 
issued price drops (for PSone) annually, and 
the original PlayStation first dropped in price 
overseas a year after its debut in Japan. The 
same was true for the U.S., so if tradition 
holds true, a price drop in the States would 
be most likely for this September or October, 
just in time for the Xbox launch. 

The only real turn-based WWII strategy 
game we've heard of is coming to Japan, 
and, to the best of my knowledge, is being 
published by Kadogawa Shoten and ESP. 
On the action-strategy, front there's 



Send your linkup e-mails to psm@imaginemedla.com. 
with "Link up" In the subject line. 


^Drew Dodd, age 14 

Zeppelinatic@aol.com 
Favorite Genres: Skate and Snowboard 
Favorite Games: SSX Snowboarding, 
Tony Hawk Pro Skater, and MGS 
Quote: "Stop staring at me, Swan!" 


t>l1arlbeth Engle, age 12 

lilgirljn_the_rain @yahoo.com 
Favorite Genres: RPG , Fighting, 
Action/Adventure, Racing 
Favorite Games: Final Fantasy 758, 
N20, Tomb Raider series, Fighting Force, 


Bust a Groove, Meta! Gear Solid 
Quote: “If he ain't lovable, don't love 
him; If it ain't Digimon, don't watch it; If 
ya ain't smart, drink some ketchup" 

^natt, age 24 
mgarton@ignmail.com 
Favorite Genres: RPG, Mech- 
combat and Action/Adventure 


Favorite Games: All the Armored 
Core games, Dynasty Warriors, 

Soul of the Samurai, Crono Cross, 
Xenogears, FF 7 and 8, Vagrant 
Story, (any game made by Square 
— can these guy go wrong?). 
Quote: “I will not be a slave 
to fate, I am the master of my 
own destiny — Shir; Phantasy Star II 
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Commandos 2 from Eidos coming this 
summer it's not really WWll-based per se, 
but Konami's Ring of Red is set after the 
events of the war in an alternate 
timeline and involves giant mechs. Still a 
great game, though. 

More Fun, Less Physics 

This letter goes out to the hardcore gaming 
community. I'm sure all of you out there are 
seeing a very evil trend that has stricken our 
gaming. I realized that I'm reading more about the 
Playstation 2’s vector units than the new concepts 
behind Capcom’s Devil May Cry. It’s all bump¬ 
mapping and 5.1 digital and release dates. I think 
what we need to do to help our gaming is to go 
back to our roots and focus on the games. Lets 
not concern ourselves with games that won't 
come out for a year... IN JAPAN, but rather play 
and enjoy the games for that they are, entertain¬ 
ment. If we go into this so called "Next 
Generation" of gaming with this mentality, I 
think we can help stop this trend of 
consumer-driven gaming. If our focus continues 
to get off the games, games will continue to get 
worse and worse. 

John Ripley, jonibear<§)hotmail.com 

TOMMY: The games industry is still feeling 
out an unprecedented era of console power 
and of mainstream gaming popularity, and 
hardware manufacturers and software 
developers are panicked while trying to 
solidify the loyalty of gamers with their 
brands. Ways to do this are touting multi- 
media functionality, processing power, eye¬ 
popping graphics, etc. However, as the 
industry grapples with new game technolo¬ 
gies, we as hardcore gamers (and the early 
adopters) must keep the faith. Part of the 
excitement of the present transition is that 
the nature of interactivity will be incremen¬ 
tally changed. Technological advancement 
enables game designers to further flesh out 
their greatest fantasies; creating more 
beautiful and immense 3D (and 2D!) worlds, 
smarter Al and more fully-developed char¬ 
acters, new peripherals that further 
stimulate our senses, and online play that 
enables several gamers to simultaneously 
shape and take in a given gaming experi- 





David Johnson, Address Withheld 


important facets, such as gameplay, music, control, and 
fun, as an afterthought A recent example of this is 
Square's The Bouncer. It is indeed beautiful, but after 
playing it, I was left disappointed. What happened. 
Square? Was there a lack of staff or funds? Hah, not likely! 
I think that Square simply concerned itself with flexing its 
artistic muscle, and forgot that it was making a VIDEO 
GAME. This leads me to my point about RPGs. RPGs 
aren't made with 128-bit power, but with story, characters, 
music, and control. I fee! that companies signing onto the 
PS2 will forget what truly makes gamers happy! 










▲ Will ftPGs lose their way on PS2? Well, Tohoya got to play 
FFX, and while it's pretty, the gameplay hasn't evolved... 


Being a long time RPG fan, I am concerned with RPGs on 
the PlayStation 2. While it is an idea! system, 1 feel that 
programmers will want to flex their muscles and simply 
show off its graphical capabilities, and leave other, more 


CHRIS: You have to keep in mind that pretty much all 
the games you've seen on PS2 so far were the result 
of developers trying their best to get titles out at 
launch or near it, in many cases without the use of 
final PS2 development kits or full support from Sony. 
I think we've seen some really good titles, and as PS2 
becomes more of an established platform, weTI start 
to see a much higher quality in the games. 


LEHER OF 
THE MONTH 


ence. All of these advancements lead to 
increased interactivity, the main reason we 
chose games over passive entertainment, 
like movies or TV. When game designers 
have mastered next generation systems, 
upcoming generations of games should 
reflect an increased focus on sheer game 
content, with new interactive possibilities to 
boot. Cross your fingers. 

Use ProlecKon 

I was looking at my PS2 memory card in the 
"Browser" and I pressed the triangle button on a 
saved game icon, so I could see the information 
on one of my saved games and It said "file protec¬ 
tion: nonel' What does this mean and how do you 
protect your files? 

DRli, DRriadidasl921@aol.com 

RANDY: This isn't something that a player can 
edit. Certain game saves, such as DQ4 2: 
Hardcore's secrets file, are protected against 
copying to other memory cards. This might 
also be used to protect sensitive information 
(such as credit card numbers) from being 
removed from your card. 


They T^lk Funny 

I’d like to make a request to the wizards at Square, 
and hopefully every one of your readers will agree 
with me. Having heard next to nothing about the 
newest incarnation of the revered Final Fantasy 
series (X, of course), there is one thing that has 
my attention front and center. All the dialogue will 
be spoken. Now while many people will find this to 
be a fantastic bit of news, I am shuddering in fear. 

One of the most appealing aspect of RPGs, and 
other games for that matter, is the ability to have 
my own voice as the character's. I'm sure that 
every player has their own take on how Cloud 
Strife sounds, his vocalizations are their own. And 
if Square were to release a beefed up version of 
FFVII with spoken dialogue, gamers across the 
world would be disappointed. Cloud would sound 
nothing like players imagined him, and the game 
would lose a certain appeal. 

All I request is this: please allow players the 
choice to turn the voices off. No voice actor could 
be hired that would be able to replicate what my 
own interpretation would be. The one thing I fear 
the most, is one of my most favorite series ruined 
by bad acting. 

Anthony Larson, crimsonpug@email.msn.com 


GAMES WE 
WANT TO SEE 

WIGGLE & GIGGLE 

Here's a game that’s 
sure to put the Play¬ 
Station 2's polygon- 
pushing power to the 
test. Your only goal is 
to tickle bikini-clad 
babes (or hunks in 
trunks, if that’s your 
thing) and watch them : 
squirm around on the '^ ^ 
screen. You control a 
floating, white gloved 
hand, using just the 
left analog stick and 
the L3 button to play 
— it's so simple, you 
could play the game 
with just one hand! 

The tricky part lies in 
finding each girls' most 
ticklish spot, to achieve wi: 
maximum wiggle and 
maximum giggle. The 
ape with the bubble 
pipe gives you clues. 


^ James Reynolds, age 23 

DMAIex@Concentrlc.net 
Favorite Genres: RPG, Strategy, 
Action\Adventure, Survival Horror 
Favorite Games; LunanSilver Star 
Story Complete, Chrono Cross, Beyond 
the Beyond, Breath of Fire 3, Dino Crisis 
182, Dragon Valor. 

Quote: “That suits me just fine" 


^ Marco Crisostomo, age 16 

Ocram21 _2000@.hotmaiLcom 
Favorite Genres: All except racing 
Favorite Games: FFVII, FFVIII, 
Xenogears, Medal of Honor, Metal Gear 
Solid, Mega Mon Legends, RE I, RE2, 
Tony Hov\/k I 8 2 
Quote: "I am the GREAT one... 
come challenge me!" 


^Barrett “Bronze" Gordon, age 18 

boss_bronze@excite.com 
Favorite Genres: Fighting, RPGs, 

Mech, Action/Adventure. 

Favorite Games: Final Fantasy 38 78. 
9, All Street Fighter games, Suikoden, 
Xenogears, Armor Core 18 2 
Quote: "My skills are far more 
advanced than you can possibly know” 


^Max Reinliard,dge 13 

mechhunterl@aol.com 
Favorite Genres: RPG, Mech, Horror 
Favorite Games: FF788, D0A2: 
HARDCORE, Resident Evil 283, 
Armored Core 2, MGS, Legend of 
Dragoon, Parasite Eve 
Quote: “Death comes to 
all, even the gods..!' 
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\ am a female gamer vvho loves RPGs except for ;; 
one tiny exception. I have never seen a lead female 
character I've played through many an RPG and had to 
sit through ai! that crap with the lead guy always 
getting the weak girl who got kidnapped. Don't get me 
wrong, they do have strong female characters, but you 
can't keep them, ike FF9's Beatrix or FFS's Edea. 

2. My other question pertains to BOF4. It was a good 
game, but the opening was strange because they left it 
in Japanese. Even the credits were in Japanese. Why 
did they do that? It made no sense! 


TOKOYA: 1. I can't tHInk of a single RPG that 
featured a lead female character, unfortunately. I 
suppose since 90% of gamers are guys, and most 
games are made by guys, many of the lead 
characters happen to be male. This Is not to 
say there won't be any female characters; after 
all, female characters such as Aya Brea from 
PatasiteBve have penetrated other genres. Keep 
your hopes up. 

2. We have no idea why Capcom did this; perhaps 
it was a time constraint - let's hope so. Since 
many people share your complaint, Capcom will 
listen and never make this mistake again. 


Krystie Barnes, Chronol982@aol.com 


LGHERS 




CHRIS: 1 see your point, Anthony, but I don't 
think you should be quite so worried. I agree 
with what you said, that the beauty of 
subtitles is that the player can imagine the 
character's voice however they want to — in a 
way, this helps the player to identify with the 
character. But I can see the benefits of spoken 
dialogue, also. How interesting would films be 
if they were all "silent movies”? 

If it's a brand-new character, I think that 
people will be able to accept what he/she sounds 
like. The only real problem I can see is if estab¬ 
lished characters (like Cloud) were to suddenly 
get voices after we've all gotten to know them 
already. I'm not 100% sure, but I don't think 
Square plans to go back and put voices in the old 
games, so you shouldn't worry. 

I^s Not In There 

I was wondering if the P52 online network will support 
1st generation games such as Madden 2001 Unreal 
Tournament, TimeSplitters, etc. 1 was told by a friend 
that they most likely did not program any of the first 
generation games to be compatible with the online 
network coming out later So if this is a true, it is almost 
pointless to have Unreal Tournament and I should just 
buy it for PC instead and sell the copy I have for PS2. 
Please tel! me it's not true and that all P52 games 
were made with the software to be compatible to the 
online network coming out later If not, this is going to 
be a big time bummer 

Jesse Ball, tortured_5oul_00@hotmail.com 


STEVE: Uh, a game needs to have the online 
code included in it in order to support the 
modems and broadband. 

Cirly Men 

I just got my March ‘01 issue and thought that the 
cover art was awesome, but when I turned to the 
FFX preview I was again disappointed by the main 
character — if Ellen DeGeneris was a gay man, 
that is what she would look like. YIKE5! I am a 
female gamer and I don't know what Square has 
been trying to accomplish with all the she-men in 
their games, but if I was a mom, I wouldn't want 
my sons to emulate those characters. I want 
chauvinistic manly men, with balls no less. I think 
members of an elite force would be a little more 
hardened to the world, even if they are 17. Thank 
you for enduring my rant. 

Wendy, wendy@illx.org 

TOKOYA: I would condemn you as a sexist 
pig (just kidding) if you were male, but 
you're not. Anyway, the main problem here 
is more of a cultural difference than 
anything else. In Japan, slightly feminine- 
looking men are considered attractive - 
Japanese men even wear make-up! 
Therefore, I'm sorry to tell you that it's not 
likely that your complaints will be heard. 
Either our conceptions of masculinity will 
have to change, or the FF games will simply 
have to made here. 



y” ; — 


He's the guy that causes all 
of the ruckus in tIDKZ. He 
spearheads an invasion 
of Earth, and also 
tries his best to kill off 
Kurt and the game's 
other heroes. 


8 out of 10 

The most 
despica¬ 
ble thing 
about 
Ziizy 

(aside from his 
grotesque looks) 
is that he invades 
the Earth simply 
because he's 
bored. Punk! 


If Zizzy thought 
that he was 
bored before, just 
wait until he's forced to 
wee knight TV on the WB. 



^Eric Nanchee, age 16 

captainturd@hotmaiLcom 
Favorite Genres: Action, FPS 
Favorite Games: MGSJet Moto, SSX 
Quote: “Never dance with a 
leaking faucet" 


^ Brandon Hernandez, age 12 

ritelung@aol.conn 

Favorite Genres: Shooters, Fighting, 
RPG's, Adventure, WWF Wrestling 
Favorite Games: Smack Down 1 & 2, 
Resident Evil, Meta! Gear Solid, FF 7 & 
8, Parasite Eve, Syphon Filter 
Quote: “And That's The Bottom Line, 
Cause Stone Cold Said So!" 


^Serai Christian, age 15 

devilslilpawn@aol.com 
Favorite Genres: fighting, 
adventure,and dancing 
Favorite Games: Darkstalkersl 63, 
Streetfighter Alpha, Marvel vs Capcom 
Quote: “The key to the game is 
you. Without the key, the door will 
never open." 


^Dustin Roberson, age 15 

trunks38652@yahoo.com 
Favorite Genres: RPGs, Survival 
Horron Fighting, and Adventure. 
Favorite Games: Metal Gear Solid, 
all FF series, all Resident Evil series 
Quote: "Ask not what your country can 
do for you, just how many video games 
it can make" 
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DOWNTIME 

Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 





^ AW ^ 
THE BBV ms 
lOAVBV WITH 
k. CHeX! ^ 


A After years of eating cereal at his desk each 
morning. Bill saved enough box tops for a truck! 





He’ll Be Happy 

Recently I’ve been noticing people are having 
doubts about the overall quality of Sony's new 
console. The complaints are mostly about the 
graphics of the system’s first generation games. I 
think they look great for first generation consoles. 
Don't they remember what the first generation 
PSone games looked like? Every new wave of 
games that comes around looks better (with a few 
exceptions of course). 

At some points while playing a new game 1 
wondered if the PlayStation had a limit. Every 
game that came out claimed to use 100% of the 
PlayStation’s power, but there was always a longer 
and better looking game following shortly after 
that. And besides, haven’t they seen what some of 
the newer titles look like? I've seen screenshots of 
some new games coming out (Metal Gear Solid 2, 
Onimusha, and Final Fantasy X) and I have 
absolutely no complaints. So if they don’t like it, 
then they should just leave it be. As for me, I’ll 
be happy playing all those wonderful next 
generation games. 

GARRICK VALE, kenshin2227@yahoo.com 

CHRIS: Weil put! These early PS2 titles are a 
far cry from what we'll be seeing on the 
system even a year from now, but for launch 
titles, they’re pretty good. Go back and look 
at the launch titles for any system, and I 
think you’ll find PS2’s lineup hard to beat. 

Pondering Peripherals 

1. If you want to buy a keyboard and a mouse for 
the PS2, can you buy just a regular keyboard and 
mouse that you would use for a computer or do 
you have to buy a special PlayStation one? 

2. How come some of the coolest games never 
come out in America: games like Guitar Freaks and 
a few others? 


Rhett Withey, rhett316@yahoo.com 

RANDY: So far, the PS2 games that use 
keyboards and mice (such as Unreat 
Tournament) support any standard USB 
keyboard or mouse. We had trouble getting 
one Macintosh keyboard to work properly, 
but that was it. There are no specific 
PlayStation 2 brand mice or keyboards. 
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HARDCORE 




i was reading in your Letters section of the March issue and saw that you 
said there was no way to finish all the tricks in 5SX because of the glitch 
with Hiro. I just wanted to fill you in that you CAN finish all the tricks; it's 
just that you have to switch boards. I just finished SSX today and was 
having a hard time with Hiro, too. You end up having to switch between 
his freestyle board and his alpine board, and only do the moves of each 
trick, not the names. 

Treavor Robi$bh: treavGrrobison@uswesLnet 

STEVE: You got us there, Treavor. Thanks for the update about the 
whole trick Sfiiation. That will probably help a lot of SSX fans 


out. You must have played the game a lot to figure that out. 



As for games like Guitar Freaks and why 
they never come stateside, we can only 
attribute it to unwillingness of publishers to 
take risks on games that will seem too 
"quirky” to the average U.S. gamer. It costs 
publishers big money to bring any game over, 
so without a proven track record for a certain 
type of game, they stand to lose mega-bucks 
if it fails. That’s why only bigger companies, 
such as Sony, take risks with new concepts. 

Too Old To Came 

Is it just me or are RPGs getting way too easy? 
I've recently dug up my old SEGA CD and 
compared Lunar 2: Eternal Blue Complete with 
its original. The new one is extremely easier. 
The main reason behind this is the Magic expe¬ 
rience used in the original made the game 
much harder. (For those younger readers, the 
Magic exp. was used to level up spells AND save 
your game. This system prevented people from 
saving constantly.) I also hate how all the 
monsters are basically the same drawings with 
different colors. In the original, I believe only 2 
drawings were used for multiple monsters (e.g., 
slime and ice puppy). Even though the 
bromides add a twist to the game, the original 
was harder to beat and thus you got more sat¬ 
isfaction from finally beating it. Is it just me or 
am I too old for gaming at the age of 15? 

Travis Nanek, Solhan@aol.com 


CELEBRITY 

LETTER 

Honorable PSM, 

I have a fevor to 
ask. There is this 
girl... actually, she 
is a princess, 
princess Yuki. I am 
very taken with 
her, but... it is not 
the place for one 
such as I to court 
her. G>uld you... 
pass her a note for 
me? It should 
simply say "do you 
like Samanosuke, 
check yes or no'', 
with two boxes 
marked "yes" and 
"no". She has such 
a cute bottom... 
but don't put that 
in the note! 

— Samanosuke 
iOnimusha) 


^Justin Hernandez, age 13 

pkmn99aoLcom 

Favorite Genres: RPG's, Shooting 
Favorite Games: Metal Gear 
Solid, Tekken Tag, WWF 
Smackdown 

^ Ryan Brymer, age 14 

dcgc 1414@hotmail.conri 


Favorite Genres: First Person 
shooters, RPGs, Fighting, Adventure 
Favorite Games: Xsnogears, 

NHL 2001, Mojora's Mask, Perfect 
Dark, Street Fighter Alpha 3, Q3A 
Quote: "1 am too emotionless 
to speak" 

^ 182 Ways, age 15 


mikewitherite@hotmaiLcom 
Favorite Genres: RPG, 
Action/Adventure, Survival Horror 
Favorite Games: Final Fantasy VII/IX, 
Suikoden 1/2, Metal Gear Solid, SSX, 
Armored Core 2, Dead or Alive 2 
Quote: "I am the man who will 
cut off your nose!' 


^ Young Cheetah, age 13 

youngcheetah@hotmaiLcom 
Favorite Genres: RPGs, some Action 
Favorite Games: FF VII, FF VIH, 
DANCE DANCE REVOLUTION, 

APE ESCAPE!! 

Quote: "I can't believe you touched 
the N64. The Playstation 2 is the 
only worthwhile system out there” 
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Snake, before you start the mission, 
I just need to know*., were you 
seeing Bernice behind my back while 
I was still dating her? 

What? Otacon, I would never... 


Toure right. Snake. YouTe a real pal! 
Anyways, it did kind of bug me that 
she was a guy before the sex change. 

AAui I gotta... go take 

a shower. Yeah, a shower... 


WHAT 


GOES 


AROUND 


IM I. lEI 


RIT'i 

» S»8!IW^8SS»1SP??swSS4Sia5l» 
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...Really? Well, maybe I had you 
figured wrong. It's just that I can't 
figure out what split us up... 

Well, er, these things just happen 
sometimes. You can't blame yourself. 


TOKOYA: Let us hope that you’re not getting 
too olct> because that would make me a 
dinosaur. Anyway; there are a couple of 
reasons you didn't mention. First in the 
original Lunar games, a boss’s HP was an 
equation based upon your own character’s 
HP, making bosses difficult no matter how 
much you leveled up. Finally, games have 
become much more mainstream, meaning 
that they have to appeal to a wider audience. 
Companies would like to attract as many 
game players as possible to their products. 

Beaf II To Dealh! 

I have a teeny tiny major problem with my Dual 
Shock controller for my PlayStation. For some 
reason, I will start to play a game and I get a 
message that says, "Controller not inserted in port 
ir I check the port and the controller is in 
perfectly. It happens during some of my games. I 
have yet to try them all, but it really frustrates me. 
i think it started doing this due to my "controller 
bashing;' I get really mad and beat on my con¬ 
troller. Are there any ways to fix this thing that has 
happened that you know of? Do I have to get a 
new controller? What did I do? 

Joseph Sappington, IBJoeCooi@aol.com 

TOMMY: My brother is one of the famed con¬ 
troller beaters this side of the Mississippi, 
and I often find it more entertaining to watch 
him than the game he’s playing. While our 


gaming shortfalls are always the fault of our 
disobedient controllers, we must remember 
to treat them with a modicum of respect, 
because we’d otherwise be stuck forever 
watching game intros and demos. You may 
have violently jerked your fickle Dual Shock, 
thereby damaging either the cord or the 
port. If you receive the ’’controller not 
inserted” message, we suggest that you 
gently jostle the controller in the port and 
then reset, and then promptly and spiritedly 
beat the controller again if that doesn’t 
work. If the problem persists, your con¬ 
troller obviously loathes you for so many 
severe beatings, and you will probably have 
to team up with a new one. Be careful not to 
get started off on the wrong foot. 

□on’l' Encourage Him! 

I just noticed that Randy has a Tip of the Month 
each issue. I have to admit that he's a genius. You 
should collect all the tips and put them in a book. 
Why don't you put up a site or something? 

Adrian Masen, 8bail_2@aol.com 

RANDY: Considering that each tip is only 
about SO words long, it’d take us quite a 
while to get a whole BOOK of them together. 
But now you can read more of ’em. Every 
Monday, I post a new tip on our website at 
www.psmonline.com that won’t be run the 
mag, so be sure to hit that link. 


TECH TALK 


Settling The Settings 


T. Every time I play a DVD in my PS2,1 have to change the "Parental 
Setting", but it only stays on a certain level temporarily, so I have to 
change it back every time so 1 can watch movies by inputting the code. Is 
there any way I can change this permanently? I mean, Titan A£ was 
apparently too harsh for the setting! Crazy. 

2. Is there any way to make the P52 keep the "Fast" and "Smooth" 
settings for the PS1 game drivers? Make it the default or something? ! 
always forget to change them when I put in old games. 

Spriggan, begaw@hotmaiLcom 

STEVE: Unfortunately, I have been told by a couple of people that 
there have been problems with the PS2 storing user settings, tike 
the parental lockout. This is actually a problem with the drivers, 
as they aren't properly keeping the settings stored in the 
console's internal memory. The strange thing is that this problem 
isn't happening with a lot of people, only the gamers with certain 
driver versions. Regardless, this is one of the "problems" that will 
be fixed with the next driver iterations. 

2. There isn't a way currently to keep those settings locked. That's 
because they can cause problems on various games. Sony 
probably wanted to keep the default to "off". However, the 
next set of drivers keeps the settings as long as you don't turn 
off your PS2. You can reset it, though, and the settings will 
remain the same. 


LINK-UP ► 

^Justin R. Barnard, age 19 

missingarrow@juno.com 
Favorite Genres: RPGs, Horror 
Favorite Ganges; Final Fantasy IX, 
Chrono Trigger, Chrono Cross, Xeno- 
gears, Lunar: SrS.SC Resident Evil 2. 


Quote: "So many good games, 
so little sleep!' 

>^AIex nerriell, age 16 

animefan4@hotmail.com 
Favorite Genres: RPG's, Action, 
Shooters, and Fighting, 

Favorite Games: Final Fantasy Series, 
Lunar SSSC, Legend of Legoia, Legend 


of Dragoon, Wild Arms! 62, Threads 
of Fate, Brave Fencer Musashi, Vagrant 
Story, Suikoden, Metal Gear Solid 

^ Jared Carlson, age 16 

Necrocon@woridnetatt.net 
Favorite Genres: shoot people, drive 
like hell, fighting, action 
Favorite Games; Quake 1,2,3 (PC 


version) Tekken Tag, MGS, FF7, Driver, 
Twisted Metal 2, Crazy Taxi, MK Trilogy, 
Cormogeddon, Resident Evil Series, 
Quote: "I'm getting a job so I can 
afford a PS2 and the new PSone 
games. Hate individuals, not people" 

^Joe Schiller, age 15 

sschi I le@ecenet.com 
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artist BLUE SILVER. Cool lighting effects! 
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▲ Yowtch! The artist called EHIIIL shows us 
how painful the point of impact must be. 






Vagr^rtj Story 


A Check out the 
amazing coloring 
job on this sweet 
new Lara illustra¬ 
tion by JASON 
CHAN. Pretty 
darn nice^ huh? 




gn^ 3k 


► COREY LEWIS 

sent us this stylish 
pic of Dimitri from 
Capcom’s classic 
Darkstalkers 
series. He's just 
hangin' looking 
like the vampire 
badass that he is. 








Astrley 


FAN ART 


Every month we take a look at the coolest PlayStation fan art 
from the hottest new talents. If you've done an illustration 
that you'd like to see printed here, send us a copy! (We'li take 
originals too, but we can't return them). Address it to PSIt 
Fan Art, c/o Imagine Media, 150 North Hiii Drive, Brisbane, 
California 94005. Or, even better, e-mail a hi-res version of 
the piece to us at psm(@)imaginemedia.com. Be sure to label 
the subject heading “Fan Art." Now get busy! :-) 


▲ LENNETH sent in this Valkyrie Profile art 
Check out the cool blur effect on the wings! 


▲ Weil hel-lo, 
nurse! There's gotta 
be some kind of 
joke here about 
having to ''give 
blood", but we're 
too smitten to think 
of it right now. 

With a name like 
ALPHA 2, the artist 
must be a big 
Capcom fan. 


P This is a simple, 
but very nice shot 
of Ashley Riot from 
VogiKint Story, 
courtesy of the 
artist known only as 
GND. Who is this 
mysterious art^?! 




1 


^ ] 


Favorite Genres: RPG, Action 

Pro Skater, Legend of Legaia, 

Favorite Games: FFVII, FFVI, FF 

Resident Evi! (all). Quake ifl arena, 

Favorite Games: FF7, FFB, FF9, FFT 

Final Fantasy IX, Tomb Raider 2, 

tactics, Xenogears, Resident Evil 

Timesplitters, SSX, Gran Turismo(oll), 

Quote: "Fools!" 

Tekken Tag Tournament 

Quote: "If you can't trust your 

Tekken Tog Tournament, DOA // 


Quote: “THPS RULES!” 

Playstation, who can you trust?" 

Quote:. "Don't Underestimate 

^Tim Rodgers 



stupid people in large groups" 

hon kydon key 12 @ju no.com 

^ Nathan Fish, age 13 

^Donny 


Favorite Genres: Fighting, action, 

ffvii2@juno.com 

senatesk8er962aol.com 


RPG, strategy 

Favorite Genres: RPG's, 

Favorite Genres: all 


Favorite Games: Tony Hawk's 

action/adventure 

Favorite Games: Tony Hawkl and 2, 
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boofly@hotmail.com 


I have every issue of 


^ :: i i ipvc i;:vc:i y l»uc 

PSM except the first one, all 
perfect to mint condition.! 
majority of the stickers are stil 
the magazines. Please e-mail i 
with offer. Please put PI 

lull____ __i_ ? _ t. ■* 



i 

i 
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^ Christian Grijalva 

diablos 002@hotmail.com I 

Description: I am selling a NEW PlayStation 
2 for $700. 

^ Dustin Roberson 

trunks38652@yahoo.com 
Description: I am looking for Dragonball GT 
Final Bout (US Version) and any other j 
Dragonball stuff. 1 am selling Mortal Kombat \ 
4 w/strategy guide, Galerians, NBA Live 98, 
Metal Gear Solid, Finai Fantasy 5/6, Final \ 
Fantasy 7 w/strategy guide, Legend of \ 
Dragoon w/strategy guide. Resident Evil 2, 
Parasite Eve w/strategy guide, and Nascar 98. 
Best offer will be accepted. 

^ Daniel Bond 

danJcecreamman@hotmailxom I 

Description: I am looking to buy a mod chip 
and any Dragon Ball game for the 
PlayStation; will also trade games for either ; 
Also selling PS console with gameshark cdx, 

2 Sony controllers, 1 Negcon racing con¬ 
troller, 1 ninety-block memory card, 1 Sony 
memory card, and your choice of any four 
games. If interested, contact me for game list 
and price. Willing to separate package. 

I 

^ Chris G. \ 

snowboarder24776 j 

Description: I am looking for Project Horned 
Owl, Misadventures Of Tron Bonne, Breath Of 
Fire 3, Vanguard Bandits, Star Ocean Second 
Story, Tekken 1,2,3, Marvel Vs Capcom. Email 
me if you have these; will work out a trade. 


^ Jordan Hagaman 

kaoshags@hotmail.com 
Description: Come one, come all, come get 
my stuff. I have games for sale, controllers 
for sale, and my PlayStation for sale. I have 
The Legend of Dragoon, V~Rally 2: Need for 
Speed, Final Fantasy Tactics, Cool Boarders 3, 
Marvel Super Heroes, Guilty Gear, Jet Moto, 
Mission Impossible, Wild Arms 2 demo disc, 
Grind Session demo disc, Playstation 
Underground v2.4, CD Interactive Sampler 
Disc vol.9.1 also have 2 analog vibrating con¬ 
trollers. 1 will give you all the games, both 


controllers, and my 1 year old, perfect 
condition, PlayStation for$274.99 Everything 
is in great condition. 

^ Andrue G. UcCaughgn 

kenworth@urisp.com 

Description: I am looking for any Final 
Fantasy 8 stuff (not the game). Just merchan¬ 
dise. I am willing to trade/or buy. My games 
I'm willing to trade are Twisted Meta! 2, 
Mortal Combat 4, Army Men World Wan 

^ Jamison Leggett 

Iegges4@webtv.net 

Description: I'm looking for DragonBall 
Z:HyperDimension (S N E S ),DrogonBall 
Z:Ultlmate Battle 22(P5X),and DragonBail Z 
LegendsiPSX). I'm also looking for a mod 
chip and a SNES converter. E-mail me if you 
have any of these 

^ Steven Veneralle 

redcooljo@aol.com 

Description: I am selling my Sega with 2 
controllers and 8 games; best offer. I am 
looking for Resident Evil in good condition 
and demo discs and FF games — will trade 
for Sega. Also selling my FF7 game and the 
official strategy guide. 


^ John DeGroff 

fanzansky1@Juno.com 
Description: 1 am selling the following 
games for at least $15 or best offer: (The 
following 6 games require a MOD CHIP) High 
Heat Baseball 2001, Dukes of Hazard, Dead In 
the Water, Crime Killer, Triple Ploy 2000, MLB 
2000. (The following games DO NOT require 
a Mod Chip) Tomb Raider 2, Jet Moto, Air 
Combat, Triple Play 99, Soviet Strike, Grand 
Slamfbaseball), Syphon Filter, RE: Directors 
Cut, Test Drive Off-Road, Road Rash, Metal 
Gear Solid. E-mail me with Best Offer!!! 

^ Ed Finos 

super_saiyan_trunks78@yahoo.com 
Description: I am looking to buy or trade for 
Lunar: Silver Star Story {w\Xh instruction book 
and original case) for psx and looking to sell 
Monster Ranchers 2 (1 scratch still works) 
and Mega Mon 8 (great condition 2 cracks in 
case) for 20-30 bucks e-mail me for offers 

^ Darryl 

THREEDTOWN@aol.com 

Description: If you have Carnage Heart and 

want to sell it, e-mail me. 

^ Ryan Oswald 

imterminator@hotmail.com 
Description: I am selling tons of games that 
are in great condition! They are: Driver, Medal 
Of Honor, Legend Of Legaia, Dino Crisis, 
Resident Evil 2, Madden 99, Eagle One Harrier 
Attack, PGA Tour 98, Uprising X, Nascar 
2000, Nascar 99, Army Men 3D, and Twisted 
Metal 3. I'm selling all of those games for $15 
and Resident Evil for $20.1 will be willing to 
trade any of those games for Nascar 2001, 


and Madden 2001. 1 also got 6 demo games 
for PlayStation selling at $1 each. I also got 
great condition games for Sega Genesis that 
I'm willing to sell and trade for other Sega 
games. I got College Football USA 96, F-15 
Strike Eagle 2, Sonic The Hedgehog Spinball, 
LHX Attack Chopper, Hardball 3, and Prize 
Fighter for $10 each. 

^ Greg Schwartz 

nms4519@mc.net 

Description: 1 am looking for games, acces¬ 
sories, and peripherals for the NeoGeo 
Pocket Color (or NeoGeo Pocket). Imports 
okay, if they work on US systems. I am 
especially looking for Biomotor Unitron, 
Metal Slug 182, and King of Fighters R-2. I 
am also looking for a worm light, an AC 
adapter, and a Dreamcast link. Must be in 
good condition. Preferably with original box 
and instructions. Please send any info on 
items listed or not listed here for the NeoGeo 
Pocket Color. Please make an offer. I will pay 
good money. 

^ Francsico Franco 

coconutvalley@hotmail.com 
Description: I have a SNES in very good 
condition w/games and both controllers. A 
Sega Genesis system in mint condition with 
one controller that is peeling at the cable and 
games as well. I want to sell the systems for 
about $25-$ 35/games. I'm also willing to 
trade Sega games and SNES games for old 
N64 games. 

► Wes 

zellx2004@yahoo.com 
Description: I am willing to sell my dragon 
bail legends game for Sega Saturn with 
converter for around $45. Willing to go 
lower. I will also trade for Chrono Trigger for 
SNES. email me if you have any offers. 

► Peter 

SpankydoodIe911 @aol.com 
Description: Description: I'm looking for an 
ENGLISH VERSION of Dragon Bail GT: Final 
Bout. I'm willing to pay $20-50 for it. Or 
trade any^all of these games for it, WWF 
Smackdown, Parasite Eve, Threads of Fate, 
Armored Core: Master of Arena, Enrgeiz, Ape 


Escape, Crash Team Racing, Meta! Gear Solid, 
Syphon Filter, Need for Speed 3, and Quake 2. 
I am also selling Elemental Gearbolt ($25), 
Akuji: The Heartless ($15), Mortal Kombat 
Trilogy ($ 5), Oescen t Maximum ($10), Grand 
Theft Auto ($15), Grudge Warriors ($5), WWF 
Smackdown ($25), Enrgeiz ($20), Ape 
Escape ($20), Metal Gear Solid ($15), Madden 
98 ($10), NFL Gameday 98 ($10), WCW 
Thunder ($10), WWF Warzone ($5), WWF 
Attitude ($10), Nascar 98, ($5), MLB 99 
($10), NBA Live 2000 ($25), 2xtreme ($5), 
Fear Effect ($20), Panzer General ($5), Die 
Hard Trilogy ($10). All prices negotiable, 1 
am also looking to buy/trade for Digimon 
World, Monster Rancher 2, Legend of 
Dragoon, Lunar Silver Story complete 1 5 2, 
Parasite Eve 2, Syphon Filter 2, and Gran 
Turismo. So just e-mail me with a deal and 
we will talk. 

^ Runy G. 

hottie91502@yahoo.com 
Description: I am selling everything I own 
for half price.That includes a PlayStation 
system with a controller for $50,two extra 
controllers (1 grey sony controller and 1 blue 
see-through controller)for $30, a basket full 
of 15 games for $45 and a free memory 
card. I will even throw in over 120 pages 
of codes for each game for $12 
(cheetplanet codes). 

^ Jesse Paul 

jpanimaiSl @yahoo.com 
Description: I have some games that I want 
to sell for PSl. They are: Test Drive Offroad 3 
(good condition) $15 or B.O. or trade. URBAN 
CHAOS (good condition) $20 or B.O. or 
trade. RUNABOUT-2 (good condition) $15 or 
B.O. or trade. MOH UNDERGROUND (good 
condltion)$20 or B.O. or trade. 

^ Jeremy Cook 

thebouncer7@hotmail.com 
Description: I've gotta Gameshark Pro CDX 
with instruction video that I wanna sell 
for about $10-12. Or I'll trade the CDX, a 
Legend of Dragoon Strategy Guide (good 
condition), and a Metal Gear Solid Ultimate 
Guide (rough condition, but intact) for 
Chrono Trigger on SNES. 


GET RID OF OLD GAMES! 


If you'd like to place your own, totally free ad in PSM, just jot down your name, address and/or e- 
mail; tell us whether you're looking to trade, sell, or both; and give us a brief description of what 
you're offering or want Be sure to include your city and state. Send all of that info to: 


PSn Marketplace, 
c/o Imagine Media 
150 Horth Hill Drive 
Brisbane, California 94005 

You can also send e-mail to; 

psiii(g)imaginemedia.com 

(Be sure to put “marketplace" in the subject heading.) 
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AND THE 
WINNER IS 


WENDY KISE of Gardena, CA is 

of our February 
Caption Contest You can check out 
her winning caption below. Wendy, 
your PSM Prize Pack is on the way! 


winner 




Audit Bureau 
of Circulations 
Member 


Jot down a funny caption for the game screen up above, and if we like 
yours the best, we'il send you a PSIi Prize Package filled with PlayStation 
games and goodies! Send your entry to PSII Caption #46, c/o Imagine 
Media, Brisbane, CA 94005 (or at psin@imaginemedia.com, with "PSM 
Caption #46" in the subject header). Be sure to include your phone 
number so we can contact you if you win. Good luck! 




home for PlayStatiQij, J/Vow, think about 
it's been thi^^brs and counting 
sihi^'f^amco put completely^ neW‘ 
WM0nMe (Tag doesM count). Hopefully 
part four will be announced soon. 

Bad cover aside, Crash 3 was shaping 
up to be an incredible game, and it sbil 
iiiilias -one\c%-.thCbest, piatforiSife 
a/^sseen on thi^^Systfim. With ipyfo 
having just been unveiled, it was a great 
time to be a fan of platform games! 




The June 1998 issue of PSM will forever 
be known for having the worst cover 
we've eV^|^§. It'yiot tried to 
suck onyjuffiose, but y'kn6w>“Sometimes 
these thin®ust happen. 

Anyways, we still had plenty to be 
happy about as Tekken 3 had ju||}come 
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issue’s oven but another 
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Next issue's kind of weird — we're doing it just before heading off to E3, 
but it doesn't hitothe stands until well after the Big Show. The good news 
is that many game publishers have agreed to tell us their E3 secrets 
beforehand, so next issue should be a doozy. Don't miss out! 
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PSM SWIMSUIT SPECIAL 2001 


Oh yeah! You guys loved last year's Swimsuit Special so much that we're 
bringin' it back, big time! As this is being written, the hottest comic book 
artists in the biz are rendering your favorite game girls with hardly any 
clothing. Summer will get a LOT hotter in Just 30 days! 
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The Future Network serves the infomiation needs of 
gra^ of people who sharea p^'on. We aim to satisfy 
their passion by creating magazines and websites that 
offer ajperb vakie for mon^, trustworthy information, 
multti^e ways to save time and money, and ate a pleasure 
to le^ or visit Tito simple strategy has helped create one 
of the fastestgrawing media companies ni the world: we 
pubTidi more than 100 magazines, 20 magaziira websites 
and a numbo* of web networks from offices In five 
countries. The company also licenses 42 magazines in 30 
countries.11ie future Netvuork is a public company quoted 
on the London Stock Exchange (syrrriMi: FNET). 

Media with Passion 

Bath, London, Milan, rkoikh. New York, 

Paris, San Ftandsco 
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